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and Icon Passing is a tra 
used on or in this product are trader 


зг forms of intellectual property of NBA Properties, Inc., ап 
1997 NBA Properties, Inc. All rights reserved. ©1997 


Camaraderie. Brotherhood. 
Sportsmanship. That's what 
NBA Shoot Out '97 is all about. 
Oh, victory has its spoils, but 
they're not as rewarding as the 
shared fellowship one feels 
after capping off a drive to the 
hole with a towering Tomahawk 
Jam. Particularly when you're 
ammin' on Ewing, Malone or 
Olajuwon. And now, with revolu- 
ionary Icon Passing; you can 
execute pinpoint passes that 
would make Payton, Kidd or 


Hardaway jealous. Plus, new 
motion capture will make all 
your moves appear much, much 
smoother. And faster. So if 
you're going to demonstrate the 
pump fake, fade-away jumper 
orthe flying windmill, you'll want 
to perform them over and over 
again so students of your game 
don't miss any fine points. 
NBA Shoot Out '97. Don't let 
it mess with your head. 


PlayStation! + 


respective member Teams and may not be used 
Computer Entertainment Europe. www.sony.com 


This rugged and mighty off-road p 
behemoth can conquer any terrain. Well balanced off-road ability and on-road 


Land Rover” 


Chevrolet 
Defender 90 à K1500 Z71- 


handling keep the Jeep in every race. 


Quick and agile, this V8-powered 
import can negotiate the tightest Extraordinarily powerful and surprisingly 
spots due to its compact stature. controllable-a true off-road monster! 


= Conquer The World's 
Most Wicked Terrain! 


Three unique environments: 
Desert, Snow, and Forest affect 
the way your car handles and 
maximize gameplay. 


Four ways to race: SINGLE RACE, 


ed $e à TEM 
FULL-SEASON, CLASS LEAGUES, 
12 tracks test your off-road skills. and MIXED LEAGUES. 


Negotiate treacherous terrain as you 
battle for the checkered flag! 


View the action from 
any of 9 camera views 
selectable on the fly! 


Engage in wild MULTI-PLAYER 
ACTION via network, modem, or 
split-screen racing. 


“...like Need For Speed” in an off-road environment" 
-Computer Gaming World 


TEST DRIVE 


OFF-READ 


= Test Drive is a trademark of Accolade, Inc. © 1996 Accolade, Inc. 
To order direct call: 1-800-245-7744 Ай rights reserved. Developed by Elite Systems. The Land Rover 
name and logo are trademarks of Rover Group Limited used 
KIDS TO ADULTS under license. Hummer and Humvee are the registered trade- 
— d TA ۴ | marks of A.M. General Corporation. JEEP and Jeep grille design 
1 т are registered trademarks of Chrysler Corporation, U.S.A. and 
y \ rrm IL are used under license. OCHRYSLER CORPORATION 1996, 
ГЕЧЕ ЧИО L 
1 л Chevrolet К-1500 271 and Body Design аге trademarks of 
em Chevrolet Motor Division, General Motors Corporation, used 
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EXNEWS: Page 12 


Crash 2 makes his debut, EA gets big- 
ger, Acclaim brings 3DO softs to the 
PSX and Midway makes a Mortal Aktion 
game. 

EXECUTE: Page 18 


All your favorite games get cheated this 
month... Need for Speed 2, NBA in the 
Zone 2, NBA Shootout, Puzzle Fighter 
Ii, Mech Warrior 2, Test Drive: Off Road, 
Andretti Racing, 104, PlayStation 
Underground, WCW vs the World and 
wip could forget, undie codes for Soul 


EXCLUSIVE: 


Most months, when I sit down to 
write this column, I have a very clear 
concept of what I want to impart to you, 
our loyal readers. The topic is always 
related to video games and, most of the 
time, has a fairly serious approach to 
its subject matter. 

This month, I just don't feel like doing 
that. We produce this magazine, and you 
buy it, because we all love playing video 
games... period. This is what I want to 
focus on — why, at the age of 35, with a 
wife, two children (#2 should squirt out 
sometime at the end of May/beginning 
of June) a company to run and a 
mortgage, I just can't stop playing games. 

OK, the obvious answer is that Iam 
mentally deranged... true, but I think it 
runs much deeper than that. To me, video 
games represent a chance to experience 
alternate worlds, realities апа 
personalities. Chances are that I've pretty 
much missed my shot at playing in the 
NBA or NFL (unless they start a new 
Geezer Wheezers league, then I'm a shoe- 
in), and that I'll never find myself behind 
the wheel of a Formula 1 car. I can pick 
up magazines and books, or watch games 
on TV, but these are passive experiences. 
If I pop in NFL GameDay '97 or Formula 
1 (to name but a few), I'm THE MAN! 
Itis my decision making that changes the 
course of the game, my reactions that 
determine whether or not I zip through 
that tight turn at Monaco unscathed. I'm 
pretty sure ГЇЇ never be a woman and that 
Indiana Jones doesn't exist in "real" life, 


DIMENSION PUBLISHING, IN 


Page 28 


Plenty of exclusive American infos this 
month with a sneak peek at what 
Virgin’s got in store, plus never before 
seen screens of Spawn and Final 
Fantasy VII to boot. Remember, if it’s 
not in PSExtreme, it probably isn't real. 


EXPECTING: Page 30 


This month, expect to see Fighting 
Force, Bug Riders, Rebel Moon, Warcraft 
i, Castlevania X, NHL Breakaway, Pitfall 
3D and much more! 
EXTREME: 

Discover The Lost World. 
L/RATED: Page 48 


Once again we massage your senses 
with page after page of the curviest lay- 
outs used in print today. You won't find 
us using abrasive sharp corners like 
those used in inferior mags! We're #1!!!!! 


EXPORT: Page 7b 


Our four EXPORT pages are dripping 
with the most moistest, powerful, hyper- 
realistical Japanese coverage available 
in print. We're quivering with the piety of 
it. Don't even think about it, you need to 
read these E 


IN THE EXTREME 


Page 44 
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НЕ TRADE NAMES OR TRADEMARKS OF THEIR RESPECTIVE COMPANIES. DIMENSION PUBLISHING, INC. AND PSEXTREME MAGAZINE 
UTER ENTERTAINMENT OF AMERICA OR THE COMPANIES OR PRODUCTS CONTAINED HEREIN. "PLAYSTATION" AND “PSX” ARE TRADEMARKS OF SONY COMPUTER ENTERTAINMENT, INC. PRINTED IN THE U.S.A. sermen 


TELLUS WANT YOU RENN THINK 


but, if I pop in Tomb Raider — I'm both 
and completely involved in this parallel 
universe. How many of you have gone 
to the store, purchased a new game, come 
home, fired up the PlayStation and, 
suddenly, 5-6 hours of your life has 
disappeared? Senator Lieberman and his 
goons can say what they like, but you 
can't convince me that these experiences 
in charting courses, plotting success 
strategies, puzzle solving and basic hand- 
eye reactions are not positive experiences 
for children and adults alike. 

It is now mid-April and I have just 
left Sony's offices after seeing shots of 
Crash Bandicoot 2 for the first time, and 
after playing the first level of Tomb Raider 
2 earlier in the week. In the next two days, 
Ihave to fly to Los Angeles on business, 
go with my wife to a new-born baby care 
class, finish this issue of PSExtreme, start 
our next two projects, play golf with a 
few clients, go to my nephew's Little 
League game, finish my taxes, and finish 
painting the baby's room. The funny thing 
is that, for as much as I enjoy, and need 
to do, these other things, I can't wait to 
get my hands on the new Crash and Tomb 
Raider. 

And, it's not like I just got into this. 
I've been playing electronic games since 
1974, and I'm still as enthusiastic about 
them today as I was the first time I hit the 
‘Start’ button on my uncle's Fairchild 
Channel F system. We all are, and I hope 
that enthusiasm comes through in the 
magazine. Enjoy the issue. 


Dave 
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Third time's a chaxm, 
If yon consider death charming 


* 10 all new arenas, and this time they're enclosed. 
* 30 characters. 12 completely new, each armed with their own deadly weapon. 
* Select from an unbelievable 30 frames per second or an even faster 60 frames per second. 
* Unique save/ranking feature holds your place between matches. * 2 player mode. 
* Dozens of brand new fighting combos. * Improved game and control dynamics. 


http://www.playmatestoys.com 
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p> PIE™ is a trademark of Playmates Interactive Entertainment. Battle Arena Toshinden 3 and its characters are trademarks of = 
PlayStation Takara Co. ist 01997 Al rights reserved. Licensed by Sony Computer Entertainment America for use with the PlayStation S 
‘game console. PlayStation and PlayStation logos are trademarks of Sony Computer Entertainment, Inc. MF 


= » 
mL | 
^ -—. 


* Multiple proofs required. Valid only in U.S.A. t Expires May 15,1997. tt Expires June 30,1997. ttfExpires December 31,1997 С а LJ 
Windows*95 is a registered trademark of the Microsoft Corporation. All Rights Reserved. t Ж 
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You're in the cockpit against Earth's deadliest menace in this high-tech flight-based 
2 game with blazing arcade thrills. Battle alien attack fighters as you obliterate the 
City Destroyers deployed overhead by the massive Alien Mothership. As your 
mission progresses from city to city, you fly faster and more heavily-armed planes, 


from the F-18 Hornet to the captured alien fighter from Area 51, building to a 


death-defying climax in a whiplash-paced assault inside the Mothership! 


PlayStation 
м SEGA SATURN ™ 


EE *. 
; 4: 
ENTERTAINMENT B 


Dear PSExtreme, 


Your magazine is great for PlayStation owners. A cou- 

ple of suggestions. Codes for games for young kids. A com- 

plete article on only gun games, all the ones that are 

out now and what ever possible future games. 

I don't play video games, never have, from the very begin- 

| ning till now, first it was my two sons, now it's my grand- 

C children. I get great pleasure in watching them play the 

BB games. 

H At times there are up to 8 kids around our old TV which 
the game is hooked up too. Sometimes some sleep over 

| night and my wife makes pancakes for them. I buy the 

| ice cream, cups, chips & pretzels. I've been selling a lot 

| 

{ 

| 

! 

i 

| 

{ 

{ 

{ 


my LPs & CD soundtracks to buy more games. 

If you saw Goodfellas, the one that played Karen (Lorraine 
Bracco) is my cousin. Well guys, hope you keep up the PS 
mag. 


Yours truly 
Tony 
Brooklyn, NY 


PS. My cousin's husband now is James Ernest Olmos. 

H 

| Thanks for writing, Tony. 

j DearPSExtreme, 

| Lam writing this for my sons Adam (7 yrs) and Jordan 
(9 yrs). They worked on an Invisibility code for Twisted 

i Metal II until Adam broke the sequence. 

i Invisibility **€4 


This weapon can be accessed as long as the Advance Attack 
Energy Bar is green. 


i PS. As a mother I’m just delighted two brothers can work 
(| together on something. 


{ That is delightful. Not quite contest winning, but still quite 
i delightful. 


Hey PSExtreme, 


I have a couple of things that I would like to ask your 
friendly, courteous and knowledgeable staff of gaming 
experts. First of all, I have heard from an anonymous 
source that the PlayStation was originally going to be the 
Nintendo 64 system. An article that I read stated that 
- Sony was going to design the hardware and manufacture 
it for Nintendo — but at the last minute Sony pulled out 
of the deal and kept the machine for themselves, decid- 
ing not to sell it to Nintendo. This would make sense, con- 
{ sidering the N64's late arrival to the market and trouble 
H with getting games out to their consumers. Could this have 
been a strategic, albeit unscrupulous, plan by Sony to get 
Nintendo out of the market? Could Sony have been plan- 
ning to keep the machine for themselves the entire time, 
only telling Nintendo that they would hand the machine 
over to them to get them out of the market? If you guys 
at PSExtreme know anything about this, do tell! I found 
the article rather amusing, though I don’t know for sure 

if any of it was true. 
Lastly, I have heard some news that troubles me even 
more than the above, and I hope that you reply to this 
letter because if you don’t I will be forced to believe this 
news to be true and that your magazine is part of a world- 
wide — perhaps a galactic — scandal of world domina- 
tion. So here it goes: the word on the streets these days 
is that Dimension Publishing is owned and operated by 
none other than a giant, super-intelligent chicken known 
only as “Boo”. I fear that you plan to takeover the world, 


superior to fa nasus Eh p у capable of | 
games. Is this true? Are you planning to turi 
ers into giant, video-gaming chic! 
all. Here is a recipe for chicke 
get any ideas 


18 cups O' chicken broth 


1 package of dry egg noodles 
1-1/8 eups of water 

3/4 cup of flour 

R cups of diced, cooked chicken 
Salt, pepper and parsley to taste 


Combine 1 cup of broth, the vermouth and butter in а pan 
and bring to a boil and reduce it until it is only 1/4 cup 
and syrupy. stir in the cream and set aside. Bring iai 
ing broth to boil and add noodles and cook until ti 
combine the flour and butter and stir until smo 
then stir this mixture into the broth and nood 
creamy. Stir in the reserved cream and vermou 


and 
es until 
à mix- 


ture and add the chicken. Add seasonings and serve. 
Again, shame on — planning 
to take over the v 
Mike Whitehead 
Elgin, IL 


PS. Even if you are giant chickens, your magazine is still 
the best , if you're chickens.. 


What you read about Sony designing the post-SNES 
Nintendo hardware is partially true. The deal fell through, 
but it’s unlikely that it was any kind of conspiracy on the 
part of Sony. 

Haven't you noticed that *somewhere*, there's a 
chicken in most every game you play? 


Dear PSExtreme, 
I read in your April 1997 issue about Geo 


PlayStation ove 
those blus ico p 


inches by one- -hal 3 пећ thic 
space in the freezer so leave them 
games, place one directly under the console and exchange 
it for a fresh frozen one every hour. My new PlayStation 
and old Jaguar haven't any problems what-so-ever. When 
done playing after numerous hours, the console is very 
cool to the touch. 


Sincerely, 
Don Clark 
Dear PSExtreme, 


I have a PlayStation and a subscription to your magazine. 
I play games constantly and read your magazines repeat- 
edly for clues as to what to buy next. I say “clues” because 
your reviews are so misleading that a person has to take 
your reviewer's opinions with a couple of tablespoon 
of salt. That's right. I'm not gonna kiss your splotchy po: 
teenage, baggy pants and xxx] t-shirt wear 
you'd rather just throw this letter away rig 
I get insulting. 

Here are my reviews as they should appear in your mag- 
azine. 

1) Tomb Raider. Yup, you're right. Best game ever, there 
should be more. 


t now, before 


R) NFL GameDay. What kind of octopus can handle all 
e rent buttons when I can't even tell who has the 
, I hate football. 


2. To borrow an expression from my friend on 
у Night Live, David Spade, I liked this game bet- 
e fir st time when it was called Tekken. I've seen this 
rap before. 1 want my money back. 
) Crash Bandicoot. Great вал lay. You will love it until 
finish it. Then you will hate it 
NHL Face Off 97. See #2. 


Trilogy. Ditto. 

monium. Duh, duh, duh. What is this sh*t? 

11) Tecmo's Deception. 56% for innovation. 

12) Oh! Oh! Almost skipped Disruptor. I asked for this for 

Christmas because of your review. te you for it. You 

put this piece of junk on the cover of your magazine. Good 

visual does not make good game. Gameplay makes good 

game. For more с meplay and mood, see Doom. 
) Tunnel B-1. I want my money back for renting this 

boring uninspired half @$$ed frisbee made of compressed 


5) Need for Speed 
6) Crash Bandicoot 
7) Extreme Games 
8) Shell Sho 
9)C ge Heart. The first PlayStation game to treat play- 
"re not idiots, Unfortunately we're not genius- 
instructions are tiny. This game cries out 
an 8.5 x 11 strategy guide and a few walkthroughs. 
It should also carry a warning, “Danger, this is not Mech 
Warrior. Playing Carnage Heart forces you to use your 
mind. You may have to face the fact that you're really 
Stupid. If you know yourself to be stupid, go buy Tunnel 
Bl or Disruptor. 

It seems obvious to me that you are an arm of the mar- 
keting department for Sony and various game makers. 


That's why you give such high ratings to most of the games 
you re v. Batman Forever and Dragonheart must have 
been late with their kickback. I have been forced to begin 


al review of your illegal and treasonous 


activ ty. Get yourself some honest reviewers like myself 
or you could face years behind bars where you will be 
traded amongst the dominant prisoners like a pack of cig- 
arettes. I am available. 


Sincerely, 
Pete 


filler to make your magazine 
pue how about the 1.5" tall EXRATED word at 
the bottom of each page. This crap just takes away from 
what could be insightful writing, content, content, con- 
tent, 


Oh Pete, we know you don't really mean all that mean 
stuff. You're working for our competitors, aren't you?! 
Admit it! You're being paid to launch a campaign against 
ив! Your cover’s blown! Air Combat? Shell Shock? Dude, 
you're a dork! 
Address all mail to: 
EXMAIL 
Dimension Publishing 
1175 Chess Drive, Suite E 

Foster City, CA 94404 

e-mail: d3@quake.net 


Sweet Dreams. 


| A 
In the nightmarish world of 


the Swagman, members of 
the Dreamflight are being 
held captive. The twins 
Zack and Hannah need 
your help to make the 
night safe again for 

happy dreams. 


Explore the eerie house "Swagman is 


of the real world and id 
learn the bizarre secre eye-popping: 
-GameFan 


of the dream world wi 
Zack and Hannah in 6 


massive levels of adve 15 “Swagman’s dream-like 
graphics and involving 
. gameplay will capture the 

player's imagination!” 

-PS Extreme 


EIDOS 


www. eidosinteractive. com 


SWAGMAN, CORE and Eidos interactive are trader 


оз! 
For Swagman hints and tips: CALL 1-900-77EIDOS $.95 per minute / Must have touchtone phone 8, must have parent's permission 


THERE IS NO SUCH THING AS A TWO-GAME GARAGE. 


Lose the pretenders. Rage Racer” is the king of speed. Nothing 


captures the realism of street racing like it. Rage Racer is not some 


retread. It’s brand new from the ground up. But please, don't take 
our word for it. Take one lap. Then you'll know why Game Fan calls RAG E RACER 
Rage Racer “the greatest racing game on the planet." Real. Fast. 


ACCLAIM'S 3DO CONNEC- 
TION COMING SOON 


As profiled a few months back in the pages 
of EXNews, Killing Time and Battle Sport 
are edging closer to completion in their 
PlayStation incarnations. Both titles, prod- 
ucts of Redwood City, California-based Studio 
3р0, were initially brought to life on the 
ill-fated 3DO hardware. The good news is 
that Killing Time and Battle Sport were two 


of the best games for 
the system and that 
they are being adapt- 
ed to take advantage 


superior processing 
power. Killing Time falls in the Doom-clone 
category, in that it is a 1st person shooter. 
But, the game has a deep plot, involving the 
mysterious deaths of a large group of the 
well-to-do crowd that were attending a party 
on an isolated island retreat, and many puz- 
zles to solve. Battle Sport, similar in concept 
to LucasArts' Ballblazer Champions, is a 
futuristic sporting event that puts 1-2 play- 
ers in competing vehicles, with the goal to 
push the 'ball' into the other person's goal. 
Look for more information and reviews on 
these two titles over the next few issues of 
PSExtreme. 


EA: NEW GAMES, NEW 
"PARTNERSHIPS" 


The shots you are currently pursuing are 
from two of Electronic Arts' new PlayStation 
titles that will be shown at ES. Although we 
don't have much information at this point 


in time, "Nuclear Strike" (the latest in the 
“Strike” series) and "Reboot" (based on the 
revolutionary, computer animated, kids 
show) are scheduled for release during the 
3rd and 4th quarters of this year. 

In other EA news, The Lost World: Jurassic 
Park (why, what a coinkadink, the cover 


story of this very issue!) and its publish- 
er, Dreamworks Interactive, have become 
the latest in a long list of acquisitions and 
Affiliated Label partners for the San Mateo, 
California based software publisher. 
Electronic Arts will be responsible for the 
retail distribution of the product, currently 
scheduled for a late May launch. 


CRASH 2 — BIGGER, 
BADDER, BETTER 


Here they are! -- the first shots of Crash 
Bandicoot 2 (working title), the sequel to 
what we believe to be one of the three best 
games available for the PlayStation. For 
those of you who are new to the PlayStation 
world, the original Crash Bandicoot was 
released in September 1996 and, to this day, 
it remains the most graphically remarkable 
game available for any home system. The 
diversity in the game's play environments 
and the simple, but addictive, gameplay 
mechanics provide a game experience that 
is like no other. We expect great things from 
the folks at Naughty Dog (the game's devel- 


oper), Universal Interactive and Sony (co- 
publishers) -- and, if these screens are any 
indication, we predict that the gaming world 


is going to be inflicted with another severe 
case of Marsupial Madness! Look for more 
on Crash 2 as it becomes available... ooga, 
boogah. 


THE MYTH OF MORTAL 
KOMBAT 


Midway recently announced that they will 
be producing MK Mythologies: Sub Zero, for 
the PlayStation. This game represents a dra- 
matic change of pace for both the Mortal 
Kombat series and Midway as a software 
publisher. 

MKM: SZ will, as the name implies, focus on 
the character of Sub Zero and bring him in 
to a real-time 3D world that focuses on offer- 
ing the player many hours of exploration 
and arcade-style gameplay. There are 30 dif- 
ferent enemies, 8 different worlds, detailed 
cinematic sequences, and an in-depth story 
line that fleshes out the Mortal Kombat 
mythology. Sound cool? Yeah, we thought 
so. We hope to have shots in the next issue. 


fast. Tear up hellacious hills and rocket 
around hair-pin turns. 13 new Rage Racer 
cars stick to the tarmac like gum to the 
bottom of your shoe. 4 new tracks and 
an 11 circuit challenge will twist, fold, 


bend and bludgeon your central nervous 


TIME LIMIT: 


PlayStation 


Real. 


Mason to the land of the flat-out 


system. The more rivals you humiliate, 


A RAGE RACER 


Fast. 


TIME LIMIT 


7'22" 


7328765 


the more cash you accumulate. Use it to modify your 
existing car, or save it to finance a tricker, quicker ride. 
See the face on the hood of that car? His handsome 
mug was lacquered on with the Custom Paint & Team 
Logo Designer. No bolt was left untorqued in an effort 
to make Rage Racer the most realistic street racing 


experience. The only question is, how POWERED By 


"Г" 


fast can you race to the store and buy it? Me 


ation: зап!!! USOS 
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TOP 10 BEST SELLING PLAYSTATION TITLES 
RANKED ON UNIT SALES 
FEBRUARY, 1997 


Tomb Raider NBA Live ‘97 Twisted A Metal 2 Tekken 2 Jet Moto 
Eidos Electronic Arts Sony Namco Sony 


EE creo retail price * Ep 2 overage rol price S3 overage retail price $i S секое roti price D 3 


LEED 


20 al 


7 


5 до 1x = Аа 
Soul Blade Crash Bandicoot Madden '97 Rebel Assault II Dark Forces 
Sony Electronic Arts LucasArts Luca: 


sane 
roge retail price Me average retail price SO average retail prices S2 overage real price? Э T roge retail price D O 


Source: NPD TRSTS Video Games Tracking Service * 9,000 outlets across the U.S. 
900 West Shore Road, Port Washington, NY 11050 suu 
(516) 625-2294 The ratings reflected above are those of Dimension Publishing and do not represent the opinions of NPD TRSTS. Not in Top 10 Last Month 
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you know why Lara Cr 
ө” 
is the #1 cover girl i in шш - 
- No other game as won more 
awards, sold more copies, Or. 


kicked Bore E Hardcore р gamers 


EIDOS 
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Tomb Raider, Lara Croft and her likeness, CORE, Ninja and Eidos Interactive are trademarks of Eidos, Plc. © 1997 Eidos. 
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magazine, Р 
Whoal That's а lot of cool stuff for Just a code; 
what are you waiting for? 


meon av eek E E ара 
Rosse pn Ее оо E 
you got us these awesome codes. You truly are 
а, gamer’s gamer. 


I've discovered some awesome codes 
for Need for Speed 2 and I just had 
to share them with the world so, of 
course, I sent them to the #1 
PlayStation magazine on Earth, 
where I knew they would be sure to 
be seen by the millions of 
PlayStation owners. 

SEE ens Enter the password 
LILZIP and prepare to drive the Ford 


BONUS TRACK Enter the password 
SHOTME to race on the Monolithic 
Studios track in the heart of fabu- 
lous Hollywood, California. 

I hope that both the quality of the 
codes and the finesse of my butt 
smooching win me the goodies. 


CONTEST RULES: Anyone of any age can enter.The only people not 
eligible to win are employees of Dimension Publishing or ASCII 
Entertainment, their 


I E: Enter the 
password #AXO/A4YYA. Now you don't 
have to hold the throttle button down, 
so you can focus on aiming and shoot- 


Т#ООАОХ++0 
#/00A04+0# 
T/OOA0Z+T= 
#000A0>4LA 
TOOO/OX4L> 
#X00/044LA 
TX00/0Z4UT 
#Y00/0>U#/ 
TYOO-OXU«T 
#A00=04ULL 
TAOO=0ZU#> 
#<00*0>=T# 
T<00*0X=0= 
#>00*04=+4 
12008025 YO 


Mission 1: 
Mission 8: 
Mission &: 
Mission 4: 
Mission 8: 
Mission 6: 
Mission 7: 
Mission 8: 
Mission 9: 
Mission 10: 
Mission 11: 
Mission 18: 
Mission 13: 
Mission 14: 
Mission 15: 


TLO OAOXZUZ 
#200А042#* 
me OOAOZLY+ 


Mission 1: 
Mission 8: 
Mission 3: 


TTOOAOXLO/ 
#*OOAO4L+X 
T*OOAOZLY+ 


Mission 1: 
Mission 2: 
Mission 3: 
Clan 
Mission 1: 
Mission 8: 
Mission 3: 
Mission 4: 
Mission 5: 
Mission 6: 
Mission 7: 


T£XOAOX««A 
#/ХОАО4<1> 
T/XOAOZ<#L 
#ОХОАО>>ОО 
TOXO>OX>YO 
#XX0>04>T# 
ТХХ0>02>0= 
Mission 8: #YXO>0>Y+Y 
Mission 9: TYX0/OXYOZ 
Mission 10: #AX0/04Y+* 
Mission 11: TAXO/OZYYY 
Mission 18: #<KOXO>AL/ 
Mission 18: T<KOXOXA#U 
Mission 14: #>XOX04AU+ 
Mission 15: T»XOXOZA«X 


Cm 
Crt 


LI 


AR CODES, HINTS & TIPS 


— À g ASCII 


Mission1: TTXOAOXOLL 
Mission 2: #*ХОАО40<Ү 
Mission 3: T*XOAOZOU* 


Mission 1: TLXOAOXXYU 
Mission 2: #ZXOAO4X++ 
Mission 3: TZXOAOZXOX 
Codes supplied by Chris Baugher. 


HSIE S SISTER: Put on Morrigan, 
hold ; & put cursor 1 square over 
(away from the edge of the screen) and 
T | 
.: Put on Morrigan, hold 3 
ios cursor 8 squares over (away from 
the edge of the screen) and press 

Codes supplied by Justin Stevens. 


SE AN' K CAR: Go to the 
*Begin Career” screen and type: 
to be able to pick any stock car. 


POM 
7 


ECT ANY INDY CAR: Same place, 
туро 


Code supplied by Adam Steinberg. 


Enter the following at the *Enter Name" 
Screen. 


Stockcar — 
Hotrod — 

4x4 Buggy — 
Monster Truck — 


Dirt Dash — 


| + Shoot-fest, where it's you and all your new, improved interstellar weaponry ® ` 
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SPACE HAS ALWAYS HAD THREE DIMENSIONS. LE 


50. WHY HAVE SHOOTER GAMES ONLY GIVEN YOu TWO? 


‘Introducing anew dimension in shooters - Xevious 3D/G* A spectacular 3D 
* + ° 


against an entire galaxy of tough, nasty aliens. You gét Xevious 3D/G, plus 


PlayStation ` 
. NEA . *. T 
XEVIOUS ™ 3D/G* © 1997 Namco Ltd. All rights reserved. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Thé'ratings icon.is a registered trademark of the Interactive Digital Software Assficiation. ^ 
. . Э D 
. ‘ : € " 5 . 
= . . 
LI 
е . 


Get Shafted for 


An all-new addiction.exdusively for the PlayStation game console. : 


The best parts from the ori in " 


j al Have been super-charged for the latest and final version of " 
Descent for the PlayStatiofi game console; Use upgraded Weapons, a faster reaction time and 
blow,through neyér-before-séen levels and you'll|see why this one is called MAXIMUM. 

Your newest addiction comes faster and hotter, for you gamers о jus wént to 


plug-in and play! м # ы D 


But you better hurry - this is the last time Descent is 
PlayStation game console. After this i the only thing 
left will be some incredible memories and a few 


new craters, 


BY GAMERS. FOR GAMERS.™ 7# 


PlayStation / Interplay Website: wewwinterplay, 


-the Last Time! 


$ 


# 36 All-New levels never-before-seen 
in any Descent game. 


@ High-impact, non-stop subterranean action 
designed specifically for the PlayStation 
game console. 


Ў New throbbing "stroboscopic" light source 
shading effects brings the intensity right 
in-your-face. 


® More than a dozen weapons of devastation, 
from double-damage cannons to Level 6 Lasers. 


¥ We mean 360° fluid movement - any direction, any time, 
at full speed. Use Sony's Analog Joystick for more 
enhanced control. 


Ф Grab a Link Cable and go from One- 
ge" to Two-player Anarchy Levels. 


¥ Metal pounding digital soundtrack 
takes your sensory input past all 


safety zones. 


© 1997 Parallax Software. АЙ rights reserved. Descént, Maximum, and Interplay are trademarks of Interplay Productions. All rights reserved. PlayStation and the PlayStation logo are 
trademarks of Sony Computer Entertainment Inc. All rights reserved. All other trademarks and copyrights are the property of their respective owners. 


d Trap — CRAZ 
en Bonstruotion —E 


ELITE 


peline Way — ALLTRACI 
C supplied by Paul Butapetch. 


A 


in order to access the password screen, 

D e sure there's no memory card in 
e unit, go to the options screen and 

lect “Load Game", then enter one of 
e following. 

LE p PASSWORDS: 

Easy 


Normal Hard 


es Ra e 


DDEN PLAYER 18: You ean play as 
Wichael Jordan, Shaquille O'Neal and 
les Barkley, even though they're 
"really" in the game for contractu- 
reasons. Each of their teams has an 


"M Guard," for example). First, change 
the jersey number of the player to his 
real-life number (Jordan's is 23, for 
example). Then substitute the star into 
the starting lineup. When you play the 
game, your player will look and play 
just like a superstar (Jordan is wearing 
his trademark black knee and elbow 
pads, for example). 


GAME OPTIONS 


TY : SUPER ALL-STAR 


18: Create a player and 
enter any of the names from the design 
credits in the back of the instruction 
manual. You can choose any stats you 
want. Go to the free agent pool and sign 
the new player to a team. During the 
game, your player will have his name 
announced whenever he scores. 

SUPER ALL-S' DIFFICUL At the 
GAME OPTIONS menu, highlight eee 
CULTY and quickly press L1, H1, 

and R2. The "Super All- Star" diode 
Should appear. (If the combo we listed 
doesn't work, try another one; we 
sometimes got the code to work just 
tapping all four buttons at once.) 


COOL BOARDERS CODES (DISC 1): At 
the TECH Q & A menu, press П, ^, О. 
CREDITS FMV (DISC 1): At the main 
menu, press 0, A, O, 
GAMEDAY '97 EA EGGS CDISC 
At the BEHIND THE SCENES menu, 
press and hold L1 + L2 + R1 + R2 to 
call up four Easter Egg passwords (GD 
CHALLENGE, GENIUS, PINBALL, 


1): 


GOOFY FMV (DISC 1): At the DOWN- 
LOAD STATION menu, press and hold 
Ll + L2 + RI + R2, then press O while 


still holding. 
J MOTO (DISC 1): At the CODE 
BOOK menu. press / 


TWISTED 1 
the main E press 
MUSIC VIDEO #1 (D 
menu, press 

MUSIC 3 
STORES NOW menu, press and hold ! 

+ L2 + Rl + R2, then press х while still 


holding. 


EVIL 2 SNE 


3: At the options menu, 

+ 12 + + R2, then 
press х while holding. You call up hid- 
den options which let you mess with 
the size of the players, the gravity of 
the ball, and choose one of several 
courts. 


press and hold ! 


as the "old" Hulk Hogan or Sting, press 
STA tI to select him instead of x. Press 


T to pick Masahiro Chino and he 
wrestles while west an NWO shirt. 


STA 


hidden DAES in , this action-packed 
body-slammer, raising the total number 
of potential grapplers to a stunning 60. 
Choose the League Challenge and fight 
as a Jr. Class wrestler. Win all six divi- 
sions with the same wrestler to fight a 
"boss" who's one of the hidden 
wrestlers. If you win all six divisions, 
you reveal a new "Super Jr." Division. 
Beat the Super Jr. Division to reveal 
Jaguar, the 59th wrestler. Now play 
through the six divisions with a heavy- 
weight wrestler and fight the same six 
bosses. When you beat all six, you 
reveal the "Super Heavy" Division. 
Play through the Super Heavy and beat 
the Giant for your 60th wrestler. You 


www.vgol.com 


"VGOL boaste a compre- 
hensive directory of sites 
pertaining to every aspect 
of the Electronic Gaming 
Industry. We were hard 
pressed to prove them 
wrong.” 


“Top Five Web Site” 


"5 Star Rating” 


“A comprehensive and well 
designed data base of 
distributors, developers, 


manufacturers, new releases, 


trade shows, and job 
opportunities on the web. 
Video Games On-Line lives 
up to its claim.” 


“Excellent as a Web 
Integrated Strategic 
Environment” 


can use the hidden wrestlers in any 
mode except the League Challenge. Look 
for the red arrows on the wrestler-select 
Screen to find them. 


the Gode du: jour for the numerous per- 
verts in our readership. When you press 
the A, B, or K button to select Sophitia, 
quickly press and hold A, B, or K until 
the fight begins. Sophitia's underwear 
will now be one of several unique colors. 
Seung Mina's undies can also be altered, 
but only if she's wearing her original 
(selected with ©) costume. 


1 > C C ): We 
can 't tell you Been where to find the 
&oodies in Tail of the Sun, but we can 
tell you the general area of the game 
world and let you have the "fun" of 
finding them yourself. (Remember that 
the village is in the middle of the world.) 
Desert: Animal Footprints, Dinosaur 
Bone, Oasis. 


9: Lovers (hmm?). 
Eye Statue, Nose 


d: Ear Statue, 
a: Hand Statue, Tattoo 
d: Diamond 


ттн tat Ear Statue, Eye Statue, 
Ice Mammoth. 


e: Huge Ore, Picture 


Statue. 
P Jort] ill : Huge Bone, 
Status, Stonehenge, Village Ruins. 
east of Village: Crystal 
Circle, Floating Rocks, Snakeskin. 
0 Village: Deformed 
Plants, Mouth Statue, Tattoo Rock. 
3 ge: Dead Animal, 
Tattoo Rocks. 
: Hip Statue 


(Underground), Monkey Statue, Two 
Bront Statues. 


1 Dead Animals, 
" "Stone of the Sun. 
Dead Alion, Small Вал. 


Sc F isula: Cocoon 
Сано), Foot Statue, 
Man/Woman Statues, Monkey Skeleton, 
Wall ie ал ичеге; 

and: Submarine Temple. 
: Giant Footprint. 
la: Hand Statue. 


CAVES: Look for cave entrances near the 
mountain ranges. The caves are the 
most interesting areas in the game, with 
unique creatures and cool rooms (one 
filled with mammoth tusks and another 
with a wall painting, to give two exam- 


pu ). 

l'URAL LE ;: The village goes 
through three dee of development, 
atarting with small huts made of animal 
bones, advancing to teepees, and finally 
some BL quality thatch. 

: Throw items at animals to kill 
then at the Start of the game, when 
your weapon is weak. Against faster ani- 
mals, dash and attack. If you're fighting 
on a mountainside, attack from a higher 
position. If you're fighting near water, 
lure or chase the animal into the water 
to drown it. Attack mammoths from 
penna to avoid their rearing attacks. 

: Run northwest from 
the village to find the mammoths in the 
arctic Tegions. 

STONE NGE: The orange stone in the 
middle of Stonehenge can kill an animal 
in one shot. 


ТЕ аана range Iovis targets are very 
hard to hit with missiles, because enemy 
decoys work well. Get within 500 on the 
distance meter before opening fire. 

2. Leech missiles and leech guns are 
great at slowing down speedy opponents. 


- 


729 : is ue tsa ie - = F 
TCI elds. - اپ سے‎ 
issile; 


Something doesn't get in your way, blow. 
- Ир anyhow. Put it this way, if it's a thinking 
- man's game you want, go play chess. 


he NMS logo а trademark of NMS Software 
S ^ Vae BMG lo are trademarks of BMG Мик. 
Stain Logo are wademarks of Sony Computer 
XA еа and Sega Salir are райета 0 Беда 
ГИЯ = ago a registered ademark o he interactive 
i P ө Коой. Agit recenied 


a> 


PlayStation 


Infinite Energy Р1............. 800C368C 


ана Биш P2... ‚<+.800639ВС 
Infinite Tine erren . 80097788 
Small Lure Distance 8007B9CC 
Large Lure Distance 8007B9CE 
No Tension on Line... «4800789D0 
8007B9D2 

*Note: Substitute any value for 2??? 
Infinite Мопеу................. 80118964 
Infinite Health... csr. 80087862 
Infinite Lives P1........ ..800РС174 
Infinite Smart Bombs Pl 800FC17A 
Infinite Lives P2.. +.800ЕС1р0 
Infinite Smart Bombs P2 . .800ЕС106 
Infinite Credits -.8002278Е 
Infinite Energy...... ..80000878 
Infinite Missiles... « »800D0B96 
Infinite Energy........... „..<. 80034878 
80034B7A 
Infinite Energy. ..8015E282 
Invincible...... -.8015E2AA 
8015E2AC 
Team 1 Infinite Turbo .......... 8010DE3A 
8010DE72 
8010DEAA 
8010DEE2 
š 8010DE1A 
Team 2 Infinite Turbo.......... 8010DF52 
8010DF8A 
8010DFC2 
8010DFFA 
8010Е032 
Stop Shot б1осК................ 800B3E28 
800B3E30 
Ash Infinite HP.... 8017F260 
Ash Infinite MP. 8017F26C 
Infinite Money ..80140700 
GOD code.. -.B00DB9A2 


(Thanks to Terry Taylor 


or that one.) 


0064 
0064 


0000 
??09sz7? 
???? 
0000 
0000 


FFFF 


007F 


0005 
0005 
0005 
0005 
0601 


0157 
6014 


0000 
0000 


2800 
2D00 
2р00 


0006 
0006 
0006 
0006 
0006 
0006 
0006 
0006 
0006 
0006 
029Е 
0016 


03Е7 
0063 
FFFF 


0009 


3. Kill off leeched fighters before leav- 
ing your current nav point (unless 
you're ordered otherwise). 

4. Concentrate on one fighter at a time. 
5. When you have to destroy a capital 
ship, use dumbfire missiles and torpe- 
does. 

6. If you're on a torpedo run, don't 
attack directly. Try to "corkscrew" in 
by rolling and banking slightly to dodge 
the turret fire and enemy craft on your 
tail. 

7. The shields around bases and captail 
ships are supercharged and extend a 
large distance. Don't get too close! 

8. If you have a Longbow or Avenger, 
you can whittle down your enemy's 
shields with your guns and then ram 
into the enemy to destroy him. This 
doesn't work with lighter ships. 


: Enter the password 
(including the period) 
for all of the shooter thingers. 
BONUS Y : Enter the password 
Gneluding the period) 
to play an Six bonus tracks. 

INC UENCE: Enter the pass- 
word (including the 
period) to see what you should've 
earned the hard way, but which you've 
now eae for yourself. 

I : Enter the password 
to play the final level. 
МЕП я р : Enter the pass- 
word for a never-end- 


y supply of bullets, mines, et cetera 
: Enter the password 
to activate the skip. Press 
to pause during a race and 
select the SKIP LEVEL option. 


JRN To send your team to 
the ‘cornfield, enter the game option 
screen from any mode of play. Move 
the highlight to Credits, and them press 
, ©, ^. You will then be taken to 
the previous menu, and you will notice 


that the stadium name has а green 
color to it. Ths will indicate that the 
code has been successfully entered. You 
may then start the game as normal, 
and the Field of Corn will be the stadi- 
um you will be playing in. 


Enter s Password 
ER" 


LJA t» Change, И to Select - 


4 Attempts: 

7 Attempts: 

Double Damage: 

Infinite Ammo: 

Infinite Fuel: 

Infinite Attempts: 

Invincible Chopper: 

Double Fuel Milage: 

Infinite Ammo, Infinite Fuel, Infinite 
Attempts: 

Infinite Ammo, Infinite Fuel, Infinite 
Attempts, Double Damage: 

Infinite Ammo, Infinite Fuel, Invincible 
Chopper: 

Worship the Chopper: 

Lynch the Chopper: 

Peaceful World: 


Use the “Enter Password" option: 
Pier: A, X, A, A, O, D, A, D, X, 
Boat: X, X, X, X, A, Û, X, X, X, 
Tomb; A, O, A, O, O, A, A, O, X, 
Grave: X, A, X, A, 0, X, x, A, O, 
Church: A, A, A, A, O, D, A, O, O, 
Day o Dead: X, A, X, A, O, O, O, X, 
Club: ^, O, A, О, O, A, X, O, 0, 
Tower: X, X, О, X, O, D, X, A, A, 
Borderland; A, X, X, X, O, O, A, D, A, 
Finale: X, X, X, O, 0,0, X, X, A, 
Debug mode: Û, X, D, O, A, A, O, O, X, 
Stickman: A, A, X, O, O, O, D, X, A, 


Send all code submissions to: 
EXECUTE 
Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
or email us at: 


A lot of people 
have a problem with the 


violence in video games. · 


h 


We, for example, feel it. ~ 
hasn't been realistic enough. 


$ es. 
p evil corporation is adiós to kill off humankind, and it's up bc x — — 2 
ү”, уоу а$ Topf. û war-hardened resistance fighfér,tosstopthem.— So-— £ 


The first shooter that lets * True 3D warzone with Extensive arsenal ofgyegponty V 
you look up & down, jump polygonal enemies in a rich, including laser P | | |= 
and crouch while moving. seamless environment: for targeted kills-— 3E ——HA р" на. o 
4 à ~ Check xclusive previews оп 
| М " | Qur-wébste* -psygnosis.com Ж 
5 X 
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eS 
` "Non- "stop action and excellent: gra hics” Game Informer 


INTERACTIVE 
[entertainment 


| Virgin Interactive Entertainment (VIE) has a long his- 
q tory of success in the interactive entertainment field. 
| The Irvine, California based publisher also maintains 
| offices in London, Paris, Tokyo, Frankfurt and 
| Hamburg. VIE was created in 1987 with the merger 
| of Virgin Games and Mastertronics. The resulting 
Virgin Mastertronics became a subsidiary of the 
| Virgin Group of Companies. In 1991, Virgin 
Mastertronic, Ltd. was sold to none other than Sega 
© of Japan, but the publishing division was retained 
|) and so began the expansion of Virgin Games. Virgin 
Games was renamed Virgin Interactive 
Entertainment in 1993, As of July, 1994, VIE was 
acquired by Spelling Entertainment, which is a divi- 
| sion of Viacom, Inc. and comprises Spelling 
| Television, Spelling Films, Worldwide Enterprises, 
| Republic Entertainment, Big Ticket Television and 
| Hamilton Projects. The Irvine headquarters of VIE 
|) currently employs a staff of over 100. The location 
B also houses Virgin Studios, their on-site development 
|. facilities comprised of design studios, a production 
_ stage and a 32-track, digital betacam. Virgin has 
| been responsible for some of the biggest name 16- 
© bit console titles of the past several years, including 
Aladdin, Robocop vs. Terminator, Demolition Man, 
| The Lion King. On the PC side, Virgin has produced 
4 such hits as Dune, the Command & Conquer series 
and The 11th Hour: The Sequel to 7th Guest. And, 
| | through their recently established development arm, 
| Burst, and other publishing partners, have been 
J| aggressive in the 32-bit marketplace with titles such 
as Spot Goes to Hollywood, NHL Powerplay ‘96, 
Grid Runner, Nanotek Warrior, The Divide: Enemies 
| Within, Agile Warrior and Black Dawn. 
Grand Slam Baseball 


| | As you'll see elsewhere in this issue, Virgin is one of 

| many publishers releasing a baseball product this 

| | year. Grandslam Baseball is developed by Burst, the 
same folks who brought you Spot Goes to 

| Hollywood. If you're wondering why everybody 

| seems to be producing a baseball game these days, 
it's because there has yet to be a really good one 

| produced. Many of the games have come close, but 

| | there's по baseball equivalent of GameDay '97 for 

] the PlayStation. The first developer who comes up 

| | with one will make a fortune. Let's face it, the last 

| really good baseball game was World Series Baseball 

© for the Genesis. With that in mind, expect to see а 

3 lot of that classic 16bit gameplay in Virgin's game, 

| along with some new technology like the pitching 
power/accuracy meter, which works very similar to 

| the power meters found in most golf games. addi- 


PUCK CARRIER 
LEADS RUSH 


PRO: CREATES 
SCORING CHANC 


CON: RISKS TR 
RUSHING FORWA 


NHL POWERPLAY ‘98 


bed 


NHL POWERPLAY Y ‘98 


тад zr 


.._ тарат E... BE R 
TUpijt mA eA P2IDUEERLL ya) TORMENTOR| p rendi RI | Frio AF p2 DRL apa) TORMENTORI pa) 
Ca ESS еи eae ee 
t a 3 = sti d Tm е 
4 — З [om N tionally, there's a batting power meter that works 
$ ^ e cm ^ AN ж cu like the kicking meters in most football games. If 
^. A you're looking for a realistic batting challenge, this is 
H $ 4 it. Although there's no MLB license in the game, it 
{ { does carry a player's license, and a complete statisti- 
E Ё à " з cal data base. read on for a complete review. 
n Ec vu ee NHL Powerplay '98 


If there's one thing you can count on in the video 
> game business, it's sequels; especially with sports 
A titles. Just as there are close to ten baseball titles due 
S to be released this year, five of which will be sequels, 
hockey fans will get to share in that experience as 
$ t M: SLAUGHTER AND MUTILATION well. We've already seen Sony's second effort and, 
SAUL come this September, we'll get a look at the sequel 
to Virgin’s very successful NHL Powerplay 96. If you 
recall in our July '96 issue, we gave Virgin's game a 
Gold rating, but complained about the statistical 
database, or lack thereof. This year, with NHL 
Powerplay '98, you'll be able to track stats over an 
entire season, as well as an individual game. 
nally, you'll get much closer to the ice this 
when in scoring position, the camera will 
zoom in so it’s just you and the goalie head-to- 
head. It sounds as though the team at Radical 
Entertainment has set out to fix the few minor flaws 
of the original game, If they're successful, we may 
have the best hockey game of all time on our hands. 
Stay tuned, we'll let you know! 
$ & M: Slaughter and Mutilation 
“S & M: Slaughter and Mutilation” (working title) is 
one of Virgin's more unique games due out this year 
(and, no, Lara Croft isn't included in the game). 
Fasten your seat belts boys and girls, ‘cause this one is 
going to surprise even the most jaded gamer. The 
basic story line here reads something like a David 
Lynch screenplay. $ & M is a 3D fighter using human 
mutants as the characters. Instead of the “classic” 
combo moves of the more traditional fighters, this 
one encourages you to use the dark side and 
attempt decapitations, amputations and disembow- 
elments. You can actually use the body parts of your 
competitors as tools to continue pulverizing them . 
Why am | suddenly reminded of a certain Monty 
Python movie? Think of $ & M as Loaded goes 3D 
fighting, with just a little more humor. The game 
supports four players simultaneously, via multi tap, 
and comes with more than enough sick and twisted 
characters to keep even the most hard core chicken 
worshiper happy. The whole concept here is stuff as 
much gore into the game as the folks at Sony will let 
you get away with. This promises to be a very inter- 
esting title. | guess ol’ Joe Lieberman will have a new 
target. We're just glad it's not us 


Golden Nugget 
What can be said about Golden Nugget? It's the first 
American gambling game for the PlayStation. It has 
just about every known game you would expect to 
find in a casino, from slots to craps, including the 
yawn-inducing Keno. It's actually à conversion of 
Virgin's popular PC title, although, it's been stream- 
lined a bit for the PlayStation's audience to the 
point that the cheesy, but kind of cool, Full Motion 
Video back story of Adam West, infiltrating the 
Nugget, has been removed — poor guy can't get a 
break. Look for ultra-detailed, accurate recreations 
of the Golden Nuggets layout, down to the actual 
carpet design, and plenty of hours worth of gam- 
bling action. We expect Golden Nugget to fill а 
that has heretofore been left empty in the 


GOLDEN NUGGET tation market. 


Y 


$6 M: SLAUGHTER AND MUTILATION 
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What's so special about September 7th? If you 
own a PlayStation and you're into RPGs, ће 
answer should be on the tip of your tongue... If 
you guessed that it's the official U.S. launch date 
of Square’s/Sony’s highly publicized, eagerly 
anticipated and downright amazing masterpiece 
of an RPG, Final Fantasy VII, then, my friend, you 
know your stuff. As this is really the first time we've 
covered the game, (to date, only the Japanese 
version is available and the first of the American 
translated discs won't be ready, for the press, until 
the end of April) and its release is still a good five 
months away, were treating this article as a small, 
but substantial first-look to what could be the first 
million-unit-selling RPG ever, in the history of 
American video games. 

The Final Fantasy series has been on-going since 
the early days of the NES and Nintendo has main- 
tained a virtual monopoly on the series until the 
recent surprise announcement that SquareSoft 
had chosen the PlayStation (over the N64) as the 
next gaming platform of choice. This was due 
to the fact that Square felt the N64 cartridge 
offered too many limitations, and the game could 
only be done on CD — due to the immense stor- 
age capobilities of its format. As it is, the final 
product spans three PlayStation CDs in total, giv- 
ing the player literally hundreds of hours of game- 
play. Ah, and what sweet and engrossing 
gameploy it is. 

If there was ever a comparison that could be made 
between a game and a big-budget movie, FFVII 
is it. The storyline is ultra-complex and immense, 
with many unexpected plot twists and turns (which 
we'll go into greater detail in next month’s issue). 
The battles are fought out in traditional real-time 
Final Fantasy style, but this time in 3D. While in 
this mode, the special effects, especially some 
of the magical spells, are truly mind-boggling 
(i you've played the 15-minute demo on ће Tobal 


No. 1 disk, and checked out the Leviathan, then É T 


you know what I'm talking about). The typical 
over-head exploration mode has been replaced 


Final tan 


M 


with unbelievable CG-rendered graphics that 
cannot be comprehended or appreciated until 
you've seen them moving on screen and in per- 
son. In addition, there are tons of animated SGI- 
rendered cut-scenes which blend seamlessly from 
movie to gameplay. Production values, like these, 
have yet to be seen on any other PlayStation title 
and it's true that Square had over 300 people 
working on the project with 100+ Silicon Graphic 
Workstations endlessly rendering away, at any 
given time during the development cycle. 

With all that FFVII has to offer, will it be the one 
ground breaking titles that will transcend the ded- 
icated RPG hobbyist following and capture a 
wider, mass-market audience? Square's sure of 
it, Sony's betting on it and only time will tell. Until 
that time, we will continue with plenty of on-going 
coverage of this special game. 


Greg 
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Making a great game from an already estab- 
lished license is no easy feat — especially when 
you have a character that has a huge, almost 
fanatical following of fans. The developers down 
in San Diego have been very sensitive to this 
fact from the get go. With this in mind, they've 
been taking their time with the game, (it's been 
in development since February of last year) 
while involving Todd in every step of the way, 
in an effort to ensure that it will not only appeal 
to Spawn fans, but deliver an awesome gam- 
ing experience. The result, at this point, is a 
game that mixes third person, 3D action/explo- 
ration and puzzle solving, (similar to that of 
Tomb Raider) and detailed one-one-one fight- 
ing, (a la Tekken) with dark and horrific envi- 
ronments and characters (Resident Evil) — 
certainly not bad company to keep! 

The story of the game is loosely based on 
Spawn's comic book universe, where the ulti- 
mate goal is to make your way to the Tower 
of Hell in an effort to restore your lost human- 
ity and regain your soul. In doing this, Spawn 
must make his way through three time periods: 
Savage, Medieval, and Street (the present). 


ent Spawn character/costume, with the Savage 
Spawn being an all-new creation that has never 
appeared in the comic. Fans of the comic will 
be happy to know most of their favorite ene- 
mies have been incorporated into the game, 
including Angela, the Violator, the Vaporizer 
and the Redeemer, as well as a few from Todd's 
successful toy line. 

While the game can be broken down into explo- 
ration and fighting categories respectively, they 
will be blended seamlessly. When you encounter 
an enemy, Spawn’s ever-present lifeforce bar 
appears. At this point the fighting engine takes 
over which, when all is said and done, promis- 
es to rival that of the Tekken series. You can 
expect a full set of fighting moves from the stan- 
dard two sets of punches and kicks, (weak 
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/strong) to the ability to block, jump, crouch, 
run, and sidestep, as well as complex combos 
and the like. Spawn will also have the ability 
to pick up and use weapons such as clubs, 
swords, guns, etc. (dependent upon what time 
period he’s in). One of the coolest moves we 
saw, while we were there, was the always messy 
but fun, “pull a limb off your opponent and 
then bludgeon them with it attack.” And just 
like the comic, if you pull off special moves such 
as his magical spells, it will sap some of his 
energy. Spawn will also have his cape and 
chains, but they will be temporary power-ups 
rather than always available. The exploration 
mode will encompass huge levels that take 
place in indoor and outdoor environments 
and will incorporate classic gaming/puz- 
zle solving elements, such as throwing switch- 
es, finding keys to open locked doors, 
warping to different levels, etc., with more 
complex puzzles that have yet to be imple- 
mented. 

All of this will be polished off with some pretty fps, motion captured animation, multiple 1 
nifty hardware and software tricks including real- camera angles, ambient/atmospheric sound played in the PlayStation's seldom-used 512 
time light sourcing, tinting and color cycling effects, and audio steaming off of the CD to х 240 high-resolution mode. 

effects, rippling water, 30 reduce load times — all the while dis- With the mega-popular comic book, the advent 


Ж є & of a major motion picture on the horizon, 
" TT 1 د‎ - = _ H m H 
T 99; ы "x 72 2» as well as the highly publicized animat- 
"s p y A aee ND 3 am, e. ed series debuting on HBO, Spawn, the 
Фу X @ лар < Fag 


A 
ӯ t y t = , video game has huge hit potential. We're 
| Ё 


Ve Bal excited about the gaming possibili- 
aS CLE that Spawn presents and will be fea- 
= turing it, along with plenty more information 
A and screen-shots in next month's issue. 


Greg 
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LIE a 
Among the numerous titles GT Nee 
"ms qi Interactive currently has under its 

^ 2 t АЕР. * Sleeve, Bug Riders could be consid- 

рУ: егей the most unusual of the bunch. 
n this departure from the typical 
racing game, players find themselves 
atop giant bugs, in an all-out race 
or victory and ownership of the 
Kingdom of Entymion. In this mys- 
ical land, racing atop these bugs 
isn’t just a way of life, it’s a means 
of survival. As the story goes: 
Entymion’s Emperor, Leptus the 
First, is on his deathbed and the peo- 
ple must choose his successor 
according to ancient custom and law. 
This is accomplished via the Great 
Race, where entrants battle it out, 
in each of the Five Manors of the 
Royal Court, until one rider emerges 
victorious. Only through careful nav- 
igation of the treacherous cours- 
es, absolute mastery of the mount 
and skilled use of their weapons, 
will players be able to defeat the 
Royal Court and earn the right to 
replace Leptus as Emperor of 
Entymion. Bug Riders will feature 
true 3D racing, with the ability to 
pass above, below, and to the left 
and right of your opponents, 22 dif- 
ferent characters, each with their 
own unique mount, traits and char- 
acteristics, 2 player, split-screen 
simultaneous play, hi-res graphics 
running at 30 fps, and six different 
“tracks”, complete with branching 
courses and evolving environments. 
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Eidos and Core — two names that have 
become a major force in the gaming indus- 
try in, what seems, a short period of time. 
After the unbelievable Tomb Raider, what 
could be next from these talented folks? If 
you've been keeping up with EXNEWS then 
you probably already know. If not, then feast 
your eyes on the screen-shots littered around 
this page for an early look at their next 
effort, Fighting Force. Due out around 
September, Fighting Force is a true 3D, free 
roaming fighting game that loosely shares 
its roots with games like Final Fight, or more 
closely, Sega’s Streets of Rage. In fact, it was 
rumored, at one point, that this was going 
to be a 3D Streets of Rage for the Saturn, 
but the deal didn’t go through. (Gee, I won- 
der why?) Although the comparisons can 
be made to these games, Fighting Force 
promises to offer more than the traditional 
side-scrolling beat-em-up, with a huge arse- 
nal of up to 50 moves for each of the four 
main characters, that is said to rival that of 
Tekken &. Although it’s a bit too early to 
hand down a verdict, our predictions are 
that this is going to be a big hit this Fall. 
We'll keep you up to date as we get new ver- 
sions of this incredible looking fighting game. 
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It wouldn't be too far from the 
truth to state that GT Interactive 
seems to have the corner on the 
next generation of first-person 
Shooters for the PlayStation this 
year. What with the upcoming 
Duke Nuke ‘em 3D, Quake, Barbed 
Wire, Hexen and now Rebel Moon, 
we pretty much feel they've got 
it covered. So, what’s different 
and unique about Rebel that will 
make you want to go out and buy 


it? Well, that type of info will have | 
to wait for the review in an | 


upcoming issue, as we haven’t 
actually had any “hands on” time 
with the PS version of the prod- 
uct. What we can tell you is that 


Rebel Moon is based on the Pocket | 


Books’ sci-fi novel of the same 
name and revolves around a com- 
plex story line. The game, when 
it is done, promises to feature 27 
levels of intense shooting in silky 
smooth environments, a variety 
of mission types — ranging from 
the typical “kill everything in 
your path and find the exit” to 


more stealth-like operations such | 


as defensive maneuvers and infil- 
tration, unique gameplay features 
— such as variable gravity com- 
bat, and the ability to fly around 
the environment with a jet-pack, 
and dramatic lighting effects that 
send laser blasts and jet trails 
across the screen. Rebel Moon 
will be available this Summer. 
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The gap between PCs and PlayStations con- 
tinues to slowly shrink as more and more 
of the popular PC titles are ported, con- 
verted and enhanced over to the little grey 
box. The latest and greatest, Blizzard’s 
addictive, strategy-laden, WarCraft II: The 
Dark Saga, is tentatively scheduled for a 
June release by none other than Electronic 
Arts. Extremely popular with network 
gamers, Warcraft II was a huge hit on the 
PC last year, and even though there is 
no network capabilities on the PlayStation, 
EA hopes to capitalize on the success of 
the PC version. The game is set in a 
medieval fantasy world where Human and 
Orc forces battle over land, sea and air. 
The game offers a total of 52 scenarios 
from both WarCraft II and the Dark Portal 
expansion pack and, in addition, EA has 
thrown in more than 90 customizable 
maps. Some of the features included in this 
game are: an intuitive user interface, specif- 
ically redesigned for the PlayStation, new 
rendered CG scenes, tight AI that challenges 
and counters the player’s every move, map 
and character control pop-ups and auto- 
build and fast action modes. We should 
have more for you in next month’s issue. 
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ACCLAIM * AVAILABLE AUGUST 


Acclaim, in an effort to increase 

their base of sports titles, looks 

to get into the hockey arena 

with the release of NHL 

Breakaway ‘98. Not to be out- 

done by EA or Sony, Acclaim is 

promising stunning visuals, 

detailed animations, and tons 

of options. From our first 

glimpse a few months back, we 

were impressed, and the latest 

update we have shows that 

hard work will pay back big div- 

idends. Some of the features in 

NHL Breakaway ‘98 include the 

ability to control an offensive 

player that doesn't have the 

puck, smooth motion captured 

polygon characters and a cool Р 

new system called "Momentum ЕСИ 
based checking", that takes into | 

account individual players’ 
weights and speeds, as they 
crush their opponents into the 
boards and sometimes break 
the glass. To account for the 
players personal characteris- 
tics, each character has their 
own size based on height and 
weight. You will also find both 
NHL and NHLPA licenses, the 
ability to trade and create play- 
ers, and a little something from 
Sony's book, button-assigned 
passing. The game looks good 
now, and we can’t wait to get 
our hands on a reviewable copy. 
We'll keep in touch. 
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&D or not 2D; this seems to be the question on 
most publisher's minds when it comes to devel- 
oping games for the 52 and 64-bit systems. 
The old-school loves ‘em while the new genera- 
tion of gamers might consider their look and play 
a little outdated. Enter Konami’s Castlevania: 
Symphony of the Night, the 6th installment (not 
counting the GameBoy titles) in the on-going 
series, and the first to debut on Sony’s PlayStation. 
While Konami has chosen to stick with their 
2D formula, Castlevania has all sorts of enhance- 
ments and gameplay features that showcase not 
only the PlayStation’s hardware, but the mass | 
storage capabilities of the CD-ROM format. Since 
the game is tentatively scheduled for a Fall 
release, we will delve into the storyline at a later ' 
date; so instead, we'll give you an idea of the epic 
size and scope of the game. Playing much like 
the second Castlevania, Symphony combines tra- 
ditional action with plenty of adventure and role 
playing. There’s puzzles to be solved, items to be 
purchased, weapons and armor to be equipped, 
and experience points to be gained in order to 
level-up. In addition, the game features huge, 
non-linear levels that must be revisited, as the 
game progresses, in order to complete them. We 
plan to continue with on-going coverage up until 
the release of the game this September/October. 
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Here's one of three sports pre- 
views featuring an Acclaim | 
title. The publisher has been 
hard at work solidifying their 
sports group since NBA Jam 
Extreme. NFL Quarterback 
Club ‘98 represents a new 
twist in the successful series 
that started, back a few years 

| ago, with Steve Young as the 
poster boy. Last year featured 
Dan Marino on the cover, and 
now 1998 will see 2 time NFL | 
MVP and Super Bowl cham- | 
pion, Brett Farve as the lead- 
ing man. As far as the new 
game is concerned, all 30 NFL 
teams and over 1500 players 
are included, along with the 
ever popular trade and cre- | 
ate a player option. You can 
also play GM by building a 
new team and dealing with 
the salary cap issue, player 
injuries, and signing and 

| releasing players. For the 
offensive coordinator in you, 
there's the ability to script || 
your plays, just like all the 
successful teams do. Of | 
course, there’s everybody’s 
favorite, Marv Albert, doing 
the play by play, and the 
motion capture was done 
using Adrian Murrell of the 
New York Jets. Look for NFL 
Quarterback Club ‘98 in 
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Acclaim continues to expand their sports 
lineup with the release of All Star Baseball 
‘97 Featuring Frank Thomas (one long 
title, fer sure). A complete revamp of last 
year’s Big Hurt Baseball, All Star Baseball 
‘97 will be built from the ground up, with 
features like Major League Baseball 
Players Association license, along with 
the MLB license. The stadiums and 3D 
graphics are all highly detailed and Hi 
Res, with the inclusion of the new sta- 
diums for the Diamondbacks and Devil 
Rays. New San Francisco Giants (and 
longtime ESPN) announcer Jon Miller 
provides the play-by-play, and Frank 
Thomas again adds to the game by being 
the motion capture guinea pig. The game 
will also feature complete stats track- 
ing for the entire league, as well as the 
ability to trade and create players. The 
controls will be all new, with complete- 
ly re-tooled batting, pitching and fielding 
interfaces. Acclaim has seen the chal- 
lengers (Interplay, EA, Konami, Accolade) 
and appears to be headed in the right 
direction. As always, keep your eyes glued 
to PSExtreme for the quality coverage 
you've come to expect. 
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Activision's Pitfall 3D is edg- == 
ing ever-closer to completion 
and the good folks at the Los 
Angeles, California-based pub- 
lishing house have cranked 
out a few new screen shots 
for your viewing pleasure. 
For those of you that have 
been living under the prover- 
bial video game rock over the 
past 20 years, Pitfall was the 
initial defining moment in 
side-scroll action games. The 
goal was simple: put the 9k 
cartridge in the ol' Atari 2600 
and guide Pitfall Harry over 
a series of obstacles, includ- 
ing rolling logs, alligators, 
quicksand and the like. Much 
like the Lord of the Apes, 
Harry had to grab the vine 
and swing into action over 
much of the game. The '90's 
finds our hero in his new 
adventure that, while remain- 
ing true to the original, is a 
graphical wonderland — in 
3D, real-time environments. 
And the environment is not 
all that has changed — his 
bag of tricks now includes a 
set of different weapons that 
become available as you 
progress through the game. 
We hope to have a playable 
version of Pitfall 3D soon — 
look for more in these hal- 
lowed EXPECTING pages. 
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Electronic Arts is following up the suc- 
cess of their previous best-selling dri- 
ving titles, Andretti Racing and Need 
for Speed 8, with an all-new NASCAR 


98. As the title implies it has а com- 
plete NASCAR license along with 17 
different race tracks (11 authentic 
tracks and six fantasy courses). Of the 
17 different tracks, eight of them will 
be ovals and nine will be road cours- 
es. There will also be 24 licensed vehi- 
cles from some of your favorite drivers 
and teams, each meticulously repli- 
cated to its original specifications. 
Among the myriad of options from 
which to choose, will be the ability to 
race a complete race, be it 250 laps or 
150, or just à percentage of the race 
(break it down to 1096, 1596, etc). The 
cars will also sustain full damage, lim- 
ited damage or none at all depending 
on the game mode (simulation, custom 
or action, respectively). While the game 
is more than a few months away from 
being shipped, we can truthfully say it 
looks fantastic already. As always, we’ll 
be right there as the updates come 
in, and keep you up to date as well. 
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it wasn't just about 
few of you that remember thi 
in the video game industry, Be 
"Imagic". In the early ‘80's this 
Д publishers оп the Atari 2600 
Intellivision, Dave, 
enough to give me h 
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no surprise | 
era of advanced | 


gaming technology: 
The Lost World: Jurassic Park is the company's second 1 
entertainment project (the first being The Neverhood on PC) and it S 
is their maiden PlayStation effort. Obviously, a big part of what has B 
heightened the anticipation surrounding Lost World is the production 
values that we have all come to expect from anything sporting the 
Spielberg name. As you can see from the screen shots and art work 
that are spread across these four pages, Lost World is not lacking 
for graphic detail. 
While the game i5 still in the development stages, it’s clear 
that the talented developers at DreamWorks Interactive have laid 
quite a foundatio World, like its movie counterpart, to 
be packed with ey | effects, so realistic that you'll 
swear they came 5 fects house, industrial Light 
and Magic. The 9 i f develop 
d and make use of their own proprietary mo 
` | Morf-X, which allows them to not only create incre 

dinosaurs, but realistically animate them to an extent that has never 
| been seen before. When applied, the transitions from one movement 
D to the next are so seamless, that you'll swear your conirolling somelhing 
> that's alive — its that fluid! 

As expected, all of the dinosaur and other characters are 

\ comprised of polygons. What's unusual about 
this, is the way the texture maps have been 

applied, like skin, over the polygons 

with the use of mesh modifiers. The 


y z 


D o textures are ultra-detailed and the ‘skin’ is stretched over the 
dinosaur’s joints in such a way that there are none of those obvious 
connection points or joints between body parts, that are common 
in most games featuring polygon-based animation. 

In addition, the backgrounds offer a level of detail that is on 
par with the reigning king of graphic splendor, Sony's Crash 
Bandicoot. 

The gameplay involves players taking on the roles of five different 


characters, as YOU progress through the дате. You start off as a P 


teeny Compsognathus (compy), i which the focus is to keep out | 
of trouble's way while learning how to forage for food. From there, | 
the player will graduate from the Velociraptor to 
the mighty T-Rex. Oh yeah, you also parta anaction | 
iN along the way, where you'll take on the nasty i | 


| such as tazers, grenades and nerve gas. Each cha 
| objectives and different gameplay requirements. The compy's 909 
B might just be to stay alive, whereas the T-Rex will be all about | 


causing mass destruction, while chomping down on any humans 
that might cross his path. 
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Because Lost World is currently still in production, it is difficult | 
to comment on the gameplay. be said, is that it's present 


in a limited, three-dimensiona rolls along pre- 3 
set paths, (slightly similar Pandemonium! 


or BMG's 
that will lead the den areas. 

Redbook Audio soundtrack 
that remains true to h illiams- hestration found in 
most of Spielberg's he game's sound effects were 
taken straight from cluding the TRex's mighty roar. 

Will The Lost World be the next big thing in the PlayStation 

world? Time will certainly tell. But, ifthe movie hits (most Hollywood 
insiders believe that this is a foregone conclusion), and the game 
plays as good as it looks, DreamWorks Interactive could have а 
: blockbuster on its hands, and one of the few successful movie-to" 
_| video game translations. 
; One interesting historical fact to note: If The Lost World reaches 
retailer shelves on Memorial Day weekend, it will be the first game, 
| | licensed from a film property, fo ship at the same time as the movie 
P on which it is based. 

The Lost World: Jurassic Park is currently scheduled for а 
simultaneous release with the movie, over the Memorial Day weekend. 
We should have a reviewable version of the game in our next issue. 

Greg 


So, you thought driving that 
Lamborghini Diablo Vt and Ferrari 
B18TR was pretty fun, eh? Well, as the 
&roup with *overdrive" in their name 
used to sing — you ain't seen nothing 
yet! Electronic Arts is back behind the 
wheel with the sequel to one of our 
favorite racing titles, Need for Speed 2. 
We've been waiting for some time to get 
ahold of this title and, now that we have 
it, we won't be loaning it out anytime 
soon! Just as Namco’s Rage Racer cap- 
tivated the office for weeks, last month, 
so has Need for Speed 2. At one time or 
&nother, everyone in the office spent 
Serious amounts of time enjoying this 
Speed freak. However, the story you are 
about to read is just one man's inter- 
pretation of the ensuing events (sorry, 
Ijust watched an episode of the Twilight 
Zone). 

Need for Speed 2 is pretty similar 
to last years’ title, with the major change 
being in the head to head mode. If you 
recall, in the original Need for Speed, 
you and your opponent (computer or 
Split screen human) raced a course to 
check points which would break the 
course down into four or five sections. 
There were cops that would chase after 
you and, if you got pulled over twice 
during the same section, you would be 
disqualified from the race. Well, this por- 
tion has been thankfully removed from 
NFS2, and what we're left with is just 
flat out racing through the entire course. 
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To go along with the new play mechan- 
ics, you will be doing laps (you can 
choose the number) around the course 
rather than just the single straight line 
approach. To me, this is а fantastic 
change of pace, without being too rad- 
ical a departure from the original over- 
all game concept. NFS2 offers 
Tournament play, single race (you deter- 
mine if you want to race against nobody, 
one guy, or a “full grid” — seven cars 
plus you), and knockout mode, where 
you race each course with the last place 
finisher being dropped from the next 
race. You can elect to race with traffic 
being “on or off”, thus allowing even 
more flexibility and delivering more or 
less of a challenge, as your skill level 
increases. Speaking of skill level, you 
can select from beginner or advanced, 
although beginner is a bit too easy. There 
are six different courses (and a secret 
bonus course) to choose from, all with 
varying degrees of difficulty. The “prov- 
ing grounds” is a simple oval that you 
won't use after you've set the course 
record — there isn't much to see here. 
The Outback course is set in Australia 
and is a great place to open ‘er up, as 
there are few spots where you'll need 
to let off the gas or even hit the breaks. 
The other courses get progressively more 
difficult, as it takes quite a bit of strat- 
egy in learning the courses and know- 
ing when to ease up, when to hit the 
breaks, and how hard to hit “еш. The 
course that is my personal favorite is 


the *Mediterraneo" track, it features 
а, couple of nasty turns that require you 
to shift from 6th gear to 2nd, then blast 
back up to 5th, down to 3rd, and then 
let it all fly back up over 220 mph. Cool! 
The sensation of acceleration and decel- 
eration is pinpoint accurate. 
Not that any of us here have 
raced cars for a living, but 
we have raced highways 580 
and 680 in our 944 Turbo 
(aka, The Money Pit) and 
RX-7 Turbo (aka, The 
Machine) to the delight and 
fright of many. 

I guess this is as good 
a time as any to mention the 
vehicles in Need for Speed 
8. What I really enjoyed 
about the original game was 
being able to drive cars that 
I had seen in showrooms, 
and some I had taken for a 
test drive, but couldn’t take 
home and put in the garage. 
The Supra, RX—7, NSX, 911, Corvette, 
and Viper were all just like I had seen 
or driven. So I was a little apprehen- 
sive with NFS2 because these “super- 
cars” were so far out of reach, that I 
have never even SEEN one anywhere 
except CaréeDriver. Well, I’ve gotten over 
that now, and enjoy a blistering life of 
McLaren Fl and Lotus GT1 driving. 
These two cars are the best (or if I were 
ten years younger, the “bomb”). There's 
also the Ferrari F50, Jaguar XJ220, 


o, you thought drivi 
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Lotus Esprit V8, Ford GT90, Italdesign 
Cala, and Isdera 118i. The Ford is prob- 
ably the 3rd best, but its acceleration 
is way too slow. The F50 has got the 
acceleration covered, but it handles sur- 
prisingly poorly (but then again, how 
would I know?). Graphically, NFS2 can't 
compare to Rage Racer, as the colors 
are muted and have a washed out look 
to them. And the colors for the cars? 
Good grief, Charlie Brown, what’s up 
with these choices? I want black, silver, 
RED, or white. However, I got over the 
color issue too. The game is just too darn 
fast and playable to let a little color 
blemish get you down. And the sound 
fx and music? Top notch. There’s noth- 


ing like the sound of the engines in 
NFS2, particularly when you and an 
opponent are side by side, with both 
engines singing their own tune. Sweet 
music, indeed. Speaking of which, the 
music really takes а back seat in NFS8, 
but there are some quality tunes in here. 

In 26 words or less: Run out and 
grab yourself a copy of Need for Speed 
2. You won't be disappointed, no mat- 
ter what your expectations are. A must 
have driver. 


ш... rA 
that Lamborghini Diablo Vt and |, 


Ferrari 512TR was pretty fun, eh? Well, as the group with | 


“overdrive” in their name used to sing — you ain't seen 
nothing yet! We've been waiting for some time to get a hold 
of this title, and now that we have it, we won't be loaning 
it out anytime soon! Just as Namco's Rage Racer captivat- 
ed the office for weeks last month, so has Need for Speed 
2. So, їп 26 words or less: Run out and grab yourself a copy 


of Need for Speed 2. You won't be disappointed, no matter 
what your expectations are. A must have driver. 


Namco is a very interesting game 
publisher. On the PlayStation, they have 
made their mark by being what I'll call 
the “Hi-tech/low-tech software compa- 
ny”. They’ve sold a ton of their high- 
end arcade translations (Ridge Racer, 
Tekken, Tekken 2, Rage Racer, etc.), and 
many copies of their golden moldies, 
the by-design, low-tech Namco Museum 
series. While seemingly at odds with 
each other, from a product development 
and marketing standpoint, the compa- 
ny has managed to successfully strad- 
dle two generations — separated by 
as much as twenty years. 

Into this mix, Namco is releasing 
what can best be described as a hybrid 
of these two distinct approaches, 
“Xevious 3D/G”. Based on the now-clas- 
sic coin-op, this CD is kind of a great- 
est hits collection for Xevious fans — 
featuring four different versions of the 
game: the original coin-op, its rarely 
seen arcade sequel (Super Xevious), an 
“arranged” version (better sound 
effects/music and graphics than the 
original) and the main feature of the 
package, a new 3D version of the game. 
Since most of you are at least vaguely 
familiar with the arcade versions of the 
game, we will concentrate on the 3D 
game — since it’s probably the reason 
why most of you would be interested in 
purchasing the product. 

Xevious 3D/G, as its name would 
imply (and owning a PlayStation would 


lead you to expect) takes the original 
gameplay concepts of the arcade 
machine and brings it into a polygo- 
nal 3D world. While the graphics are 
nice and high-res, there isn’t a whole 
lot of detail in the game’s six areas (+ 
the final showdown), or the enemies 
and bosses. And, in typical shooter fash- 
ion, there is the occasional slowdown 
that occurs when there are too many 
objects on screen at the same time. (Isn't 
it amazing that, no matter how sophis- 
ticated our gaming hardware gets, shoot- 
ers always seem to humble the beasts?) 

While, for those of us who remem- 
ber playing Xevious in our local arcades 
when it was released in the early ‘80’s, 
it is exciting to see Xevious brought into 
the real-time world of the ‘90’s; the lack 
of depth in the game is what will end 
up leaving you with a “more frosting 
than cake” kind of feeling. Like most 
shooters brought home from the arcade, 


the game is just too short. What works 
well when you have to put more quar- 
ters into the slot, does not work as well 
when you've pre-paid with your 40-50 
samollians, then keep hitting that 
"Start" button. The six areas of the 
game go by pretty quickly (about a half 
hour) and its on to something differ- 
ent. It pretty much boils down to this; 
shoot, dodge, survive, power- 
up your weapon (there are 
three different weapons 
available in the game (+ the 
ever-present bomb) — the 
basic spread pea shooter, a 
laser, and a tracking beam 
thingie), get killed, lose 
power-up and go back to 
basic weapon, repeat process 
until you run out of lives, hit 
“Continue”, then make it to 
the level boss, get wiped and 
finish him off with your 
most basic weapon — pour- 
ing through lives in the 
process. Obviously, for all 
but those who worship 
before the altar of Xevious, 
this is going to result in à 
less than fulfilling experience. Of course, 
again in classic shooter fashion, there 
is so much happening on the screen 
at one time that, in order to make it 
though the game using the minimum 
number of lives (ultimately, this is the 
only way to challenge your game play- 
ing skills), you will not be looking at 
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the backgrounds, enemies or bosses — 
you will be looking at their weapon trails 
(the best way of trying to avoid the 
onslaught). 

The bottom line with Xevious 3D/G 
is that it will appeal, as а purchase 


option, to Xevious fans, and will be а 
rental for everyone else. Namoo has put 
а solid package together, in terms of 
giving the Xevious fan everything that 
he or she could want, but the average 
PlayStation owner is going to see this 
as a quickie experience, with the life 
expectancy of the average house fly. 


và LIN 


The bottom line with Xevious 3D/G is that it will 


appeal, as a purchase option, to Xevious fans, and 
will be a rental for everyone else. Namco has put 
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Xevious fan everything that he or she could want, 
but the average PlayStation owner is going to see 
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If you've been reading PSExtreme 
for any given amount of time, then you 
might have seen Electronic Arts' 
OverBlood previewed in our EXPORT sec- 
tion way back in the November ‘96 issue. 
Originally conceived and programmed 
by Japanese developers, Riverhill Soft, 
(best known for an obscure, import, 500 
title by the name of Dr. Hauser) 
OverBlood has since been picked up by 
EA and translated and localized for the 
American market for a May release. 

If there were any comparisons to be 
made, (and there always are) OverBlood 
could easily be seen as a hybrid some- 
where between Alone in the Dark, 
Resident Evil and, to a lesser extent, Fade 
to Black. While certainly not bad com- 
pany to keep, OverBlood actually tries 
to go one step further, which, 
ultimately, leads to its single 
biggest flaw (more on that 
later). 

The story is a sci-fi 
lover’s dream come true. You 
take on the persona of Ray 
Karcy, a man who awakes 
from cryogenic sleep in an 
underground base, some- 
where in the future. As the game unfolds, 
he comes to realize that not only does 
he have a serious case of amnesia, he’s 
also been infected with a deadly virus 
that is slowly killing him from the inside 
out — talk about a real bummer. Thus, 
the gist of the game is to stumble your 


way through its various puzzles, traps 
and pitfalls, regain your memory and, 
ultimately, find a cure for your disease. 

Besides the main character, Ray, you 
will encounter two other controllable 
characters: Pipo, a small and gregarious 
robot, and a young woman 
by the name of Millie. In 
addition to standard moves, 
such as walk, run, jump, 
examine, etc., each have 
their own specialized attrib- 
utes which can, and need to, 
be applied to any given puz- 
zle or situation. These, for 
the most part, are of the “fig- 
uring out what item to use with what or 
where" sort. While most are easy, I must 
admit I was stumped a few times. 

As stated just a few paragraphs ago, 
OverBlood has a certain Resident Evil- 
ish look and feel to it. What separates 
this title from RE and the others men- 


tioned above, is its unique 3D polygonal 
engine which renders everything — back- 
grounds, foregrounds, objects, charac- 
ters, etc. — in 3D, whereas other 
comparable titles use 3D characters with 
a series of dramatic camera angles in 
pre-rendered, two-dimensional back- 
grounds. The result, in this case, is a 
slightly less-detailed environment and a 
lot of quirky and frustrating 
control issues. This leads to 
my biggest complaint: While 
the game’s look is impres- 
sive, the control is anything 
but, and I found myself get- 
ting annoyed and impatient 
with it pretty early on in the 
game — almost to the point 
where I didn’t care to play 
anymore. For example, the 
run button is also the push 
button, and sometimes when 
you want to run and not 
shove whatever object is in 
your general area, your char- 
acter will oafishly put his 
hands out in his pushing ges- 
ture and get stuck on invis- 
ible objects — this happens 
over and over. It seems like the devel- 
opers sought to rectify the problem by 
giving the player the ability to switch 
from different camera angles (overhead, 
first person, and third person) in order 
to gauge where he is on-screen in rela- 
tion to everything else, but it doesn’t 
quite work. Also, the game requires cer- 
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tain platform elements (i.e. jumping) 
and, due to the lack of finesse and poor 
response times, this also becomes some- 
what of an exercise in frustration. 

If you can get over the poor control, 
there's some pretty cool game here. The 
graphics are nicely detailed and well- 
done and, as in Resident Evil, there is 
that certain uneasy foreboding feeling 
you get when playing the game. This feel- 
ing is heightened with a suspenseful 
Soundtrack and atmospheric sound 
effects. You also have the ability to save 
at any time, (once you find a certain 
object early-on in the game) which comes 
in handy, as there is a lot of dying going 
on. 

Although I can’t wholeheartedly rec- 
ommend OverBlood, and consequently 
give it the “Gold X” rating due to its bad 


control, it’s still a good game. If you have 
the patience and tolerance to persevere 
and overlook this one fault, then you will 
probably be happy with your purchase. 
Plus, who knows when Resident Evil 2 
will actually be released in America, 
so you're going to need something to play 
and OverBlood just might be it. 
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After making a swell PlayStation 
debut with the very playable 3D plat- 
former Spider, BMG Interactive gives us 
their second title for Sony's swell game 
System. Mass Destruction is an 
action/strategy festival which combines 
the look and feel of several games that 
came before it: Desert Strike, Return Fire 
Cwhich was so darn entertaining we fea- 
tured it on the cover last year), and 
&n obscure little number called Cannon 
Fodder (a real-time action/wargame 
which did fantastic business in Britain, 
but completely bombed over here — we 
Americans have no damn taste). 

The gameplay is nice and straight- 
forward. First, you choose one of three 
tanks: the heavily-armored and slow 
one, the lightly-armored and fast one or 
the well-balanced one. Then, _ 
you choose one of the 
game's five campaigns, with 
24 missions spread between || 
them, and each mission tak- Ц 
ing place on four varied ter- if 
rain types (arctic, desert, || 
rural and suburban). Then, 
you start blowing the crap 
out of everything, with up 
to eight different weapons; you start with 
only two (explosive shells and chain 
gun), and collect ammo for the six oth- 
ers (high-explosive shells, mines, mor- 
tars, vortex bombs, flame-throwers, 
guided missiles) scattered around the 
landscape. There are also armour (ooh, 


the Queen's English spelling) power-ups 
to replenish your protection as it's slow- 
ly whittled down by gun and missile fire 
from enemy tanks, helicopters, and sol- 
diers. 

Each mission has specific primary 
and secondary objectives 
|| which almost always involve 
| blowing up certain targets 
{| (except for the occasional 
hostage rescue); you can 
also fulfill secret "bonus" 
| objectives by blowing up 
more stuff than the manda- 
tory targets. When you've 
done the required deeds, you 
drive to the "pickup point" and are tri- 
umphantly whisked away by а huge 
armored helicopter to do it all over again 
in the next mission. Mass Destruction 
has three difficulty levels, and at the 
easiest one, the game is a cakewalk; it's 
only at the medium and hard settings 


that you have to drive strategically, to 
shoot without being shot, which means 
Shooting and driving in different direc- 
tions. extremely well-worn theme — I mean, 
With a name like Mass Destruction, hell, we've been driving around 
we can safely declare the centerpieces videogame tanks since Combat on the 
of the game are the spectacular explo- Atari 2600 two decades ago — there 
sions, and the ones in MD 
are very good — not great — 
and definitely fun to watch. 
Buildings explode and frac- 
ture under fire, then collapse 
even further if you keep 
blasting 'em; bits of smok- 
ing shrapnel slowly drift to 
the ground after a blow-up. 
The texture maps on the 
buildings are on the blocky 
side, and there's no carnage 
when you shoot individual 
soldiers, but this is still a 
nicely programmed and very 
smooth engine of destruction. 
The music is cool and 
atmospheric — not over-the- 
top rock, not over-the-top 
techno, but a happy balance 
of the two. The sound effects are good; wasn't a single point during the game 
the explosions are meaty, and the sol- that I ever felt I was seeing or doing 
diers depart this mortal coil with blood- something original. And even if this is 
curdling screams that almost make up your FIRST video game, you'll still find 
for the lack of carnage. (I couldn't help yourself ultimately left empty by the 
but notice some of the soldiers' dying  I-blew-everything-up-now-what? game- 
wails sound like they were lifted direct- play. Mass Destruction is playable and 
ly from Cannon Fodder. How naughty!) fun, but it doesn't have the originality 
Here's my only real complaint: or depth to be great, or to keep you play- 
because Mass Destruction has such an ing for more than two or three days. 
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1 
|| Player 


r 


Spinnerbait 


Well Vern, I guess it’s safe to say 
that the PlayStation has hit the mass 
market! There is no truer indicator of 
this than the first release from Hot- 
B, entitled “Big Bass World 
Championship.” That’s right boys and 
girls, it's now possible to experience 
the drama and excitement, otherwise 
known as bass fishin, in the comfort 
of your own home. Shoooooot, that 
crushed velvet, Lazy Boy recliner was 
made for a game like this. Heck, those 
crazy folks at Hot-B even managed to 
produce the game in true 3D; shazam! 
Well, like any true sportsman, Га 
rather talk about the game than actu- 
ally participate in it, so what say we 
get started with this reeeeview. 

I have long been in awe of the suc- 
cess of fishing games in the video game 
business; they never seemed like the 
kind of game that would generate that 
much excitement. I must admit, how- 
ever, that my first experience with one 
(Fishing Derby for the Atari 2600) 
was a blast. I haven't really cared that 
much for those that have followed in 
its footsteps. Most of the fishing games 
developed, since, have just been more 
feature driven, rather than focusing 
on the fun of landing a really, really 
big one. (1 swear it was thiiisss big.) 
Well, in this rand tradition comes Big 
Bass World Championship from Hot- 
B. 


Let me start off by saying that I 


PUBLISHED AND DEVELOPED BY HOT B 


reviewed a finished copy of the game, 
Since the press copies didn't arrive 
before BBWC hit the retail shelves. 
This is usually a sign that the game 
is sub standard at best. I actually paid 
for a copy of the game so we could 
review it. Needless to say, BBWC and 
I didn’t start off on the right foot. That 
being said, I haven’t had this much 
fun playing a game since ASC’s “Ten 
Pin Alley.” I’m sorry if I’ve tiped my 
hand for the rest of the review, but I 
just had to get that off my chest. 
Before I get into the details, how- 
ever, let me give you a basic overview 
first. BBWC is a bass fishing tourna- 
ment that takes place over four dif- 
ferent lakes with varying weather 
conditions, ultimately leading up to 
the opportunity to compete against 
fishing legend Hank Parker. (Yeah, I 
know, I’ve never heard of him either; 


on TNN.) The way it works is, you start 
out in the first lake and are given nine 
and a half hours Cone hour and twen- 
ty minutes real time) to bring in five 
of the biggest bass you can find. If 
your total weight finishes in the top 
three, you move onto the 
next round and, if you come 
in first at the end of the 
four rounds, you will be 
crowned the “Big Bass 
World Champion." 

As Hot-B's objective 
here, was to make this a 
true fishing simulation; 
realism is the main focus 
of the gameplay elements. 
Every aspect of the true 
bassin' experience is rep- 
resented in this game 
Cexcept the beer and pork 
rinds, that is). You have 
your choice of three differ- 
ent rod and reel packages, 
plus sixteen different lures 
in two different tones. If you plan on 
having any success at this game, you 
will be forced to learn a thing or two 
about bass fishing. The casting is car- 
ried out much like the hitting mechan- 
ics in most golf games. You have a 
power and direction meter that you 
try to time for the perfect cast. The 
tension meter tells you if the fish are 
biting, and the X button transports 
you underwater for a 3D look at the 
action. Once you’ve hooked the big one, 
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you'll have to fight with him to bring 
him in. You do this by moving the 
directional pad up and down and back 
and forth. You also have the obliga- 
tory fish radar that helps you target 
the big'uns, and a trolling motor to 
help you get in close. 

It'S almost impossible to criticize 
the game, as everything you'd ever 
want in a fishing game is included with 
this one; but hey, that’s what I get paid 
for, so here goes. If there's one thing 
that sticks out in my mind, it's the 
learning curve. It's so steep, that most 
people will probably stop playing it 
before they get a chance to really enjoy 
the game. I urge you to stick with it, 


you won't be disappointed. Another 
minor complaint is the constant load- 
ing. With the exception of reeling in 
your line, everything you do initiates 
another loading sequence. Catching а, 
fish takes long enough, know what I 
mean Vern? These minor annoyances 
aside, Big Bass World Championship 
is just good old fashioned addictive 
fun. It’s not a game for everybody, but 
if you like fishing games, this ones a 
keeper! 
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TRIPLE PLAY 98 


PUBLISHED BY EA SPORTS — DEVELOPED BY EA CANADA 


Here it is, baseball fans, the game 
& lot of you have been chomping at the 
bit to get your hands on, Triple Play 98. 
EA Sports has gone to polygon play- 
ers for 98, added another voice in the 
booth, and added additional stat track- 
ing capabilities. As is usually the case 
with me, space is at a premium here, 
so ГЇЇ just have to jump right in and chill 
on the introductions. 

As is the practice with all of EA 
Sports' titles, there is а features and 
options list as long as Randy Johnson's 
left arm. There are five camera views 
for both pitcher and batter perspectives, 
giving you a total of ten vantage points 
from which to play the game. For the 
most part, you can field confidently in 
any of the angles, but, for batting pur- 
poses, you'll definitely want 
to stick to ground level or 
field level views. There's also 
the "TV Camera mode" 
which is interesting to look 
at, but really can't be used 
for pitching ог batting, as 
the camera (when in the 
batter view) sits to the left 
or right (depending on bat- 
ter) of the umpire, and you can't see 
the entire strike zone. Obviously, this 
makes it a bit difficult to get a grasp on 
the strike zone and, unlike other cam- 
era modes, it can’t be set to “pitcher 
always”. In TV Camera, mode, the pitch- 
er/batter angle switches with each new 
batter. Also, new for 98 is the choice 
to play either simulation or arcade mode. 
In arcade mode you will notice, in gen- 
eral, a higher frequency of dingers and 
base hits. One of the more interesting 
new features is the “intelligent crowd” 
routine. Just like in most real cities, if 
your team is doing well, there will be 
fans in the seats. If your record finds 
your team in the cellar, you could find 
yourself playing in front of crowds rem- 
iniscent of the ones at Comiskey earli- 
er this season. One last noteworthy new 
item, besides the increased level of stat 


tracking, is that play-by-play announc- 
er Jim Hughson gets a color commen- 
tator in Buck Martinez. This tandem 
works well in certain situations, but I'll 
go into more detail on this later. Now, 
how do graphics and gameplay stack up 
against Triple Play’s num- 
ber опе competitor, 
Interplay's VR Baseball ‘97? 
Let's take a look. 
Graphically, Triple Play 
98 has no equals. The game 
is flat out gorgeous, with the 
smoothest and most detailed 
polygon players ever seen. 
Names and numbers are 
clearly displayed on the back of the jer- 
seys, and the characters’ shapes are 
more rounded and defined than those 
of the players in VR Baseball '97. The 
Stadiums are all real time, 3D rendered 
to perfection, with a lot more color and 
background detail than found in VR. 
Although, I am a bit confused with the 
fact that all the stadiums have foul poles 
that are mounted into the dirt on the 
warning tracks! What's up with that? 
The use of shadows and the nighttime 
effects are fantastic, as are the ani- 
mations of the players — there are more 
frames of animation in the players' 
swings and throws than those of the 
characters in VR. The flip tosses and 
head first dives are meticulously framed, 
but the additional steps that the field- 
ers take after scooping up a grounder 
can sometimes prove costly. Example; 


the ball is hit to the right side of my 
shortstop, and he moves over to field 
it, and then (automatically, every time) 
he takes three steps to get himself bal- 
anced before he throws to first base. 
This has lead to more singles than it 
should — infielders don't have to take 
three steps before they throw every 
time! 

As far as gameplay is 
concerned, you’ll remember 
from my review (May issue) 
of VR Baseball ‘97 that it 
had its share of AI problems. 
Well, Triple Play ‘98 has its 
allotment as well but, like 
VR, nothing that makes the 
game unplayable, just annoy- 
ing at times. For instance, 
Ihad the bases loaded, with 
two outs, Bonds up, and he 
hits a one hopper to the first 
baseman. Well, instead of 
taking a few steps to the bag 
for the easy, and last, out, 
the computer throws to 
home trying to get the force 
out there. I was safe and still 
at bat, when the inning 
should have been over. Also, like in VR, 
there have been many occasions where 
the computer tries to bunt with a play- 
er (like Frank Thomas, for example) 
that should be swinging for the fences. 
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going to be in the game, why can’t it be 
done correctly? Too many times ol’ Jim 
says something like “hit to the pitcher” 
and the ball is a line drive that lands 
in the gap between left and center field. 
I like the fact that he keeps you up to 
date on what the batter did his last time 
up, or how many strikeouts the pitch- 
er has, but, historically, the actual play- 
by-play of-a game has never been 
proven to be anything other than inac- 
curate. The color is used sparingly, as 
there isn’t really enough time between 
pitches to have Buck comment other 
than after a hit or out. The best use 
of the color is before the game starts, 
when Buck gives his opinions on the 
starting pitchers. This is interesting 
to listen to and is pretty much right on 
target. 


Although both Triple Play 98 and 
VR Baseball ‘97 are solid titles that have 
minor flaws that keep them being out- 
standing titles, the nod goes to EA for 
their more lifelike graphical presenta- 


Then, there's the play-by-play (none in tion. The gameplay is good, the stat 
VR). I know there's the ability to turn tracking abundant, and the graphics 
the volume all the way down but, if it’s impeccable. 
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Although both Triple Play 98 and VR Baseball 
“97 are solid titles that have minor flaws that 


keep them being outstanding titles, the nod 


goes to EA for their more lifelike graphical pre- 


sentation. The gameplay is good, the stat track- 


ing abundant, and the graphics impeccable. 


THUNDER TRUCK RALLY: 


PUBLISHED BY PSYGNOSIS — DEVELOPED BY REFLECTIONS 


Destruction Derby 8 kicks up some 
mud! This month, Psygnosis throws 
their hat into the off-road racing arena, 
with the release of Thunder Truck 
Rally. The title, developed by 
Reflections, is built around the design 
group's Destruction Derby 2 engine 
and allows players to get behind the 
wheel of one of the big beasts, and 
pilot it around a number of circuits 
and open courses. How does it stack- 
up against Test Drive Off-Road, 
Hardcore 4x4 and Rally Cross? Let's 
take a look. 

The essence of the gameplay in 
Thunder Truck Rally is that, like рр, 
you accumulate points (in Circuit 
Racing — Championship Mode and 
Endurance Mode, the game's two main 
modes of play) depending on your fin- 
ishing position in the race. Accumulate 
enough of them, and you will be able 
to move out of your Division (you start 
the game in Division 3) and compete 
against better drivers on additional 
tracks. You begin with four different 
tracks. The last track being the "Car 
Crushing" course where, oddly enough, 
your goal is to accumulate as many 
points as you can — by smashing a 
row of junkers. Most of the game's 
strategy exists in the truck selection 
screen. The game features a damage 
meter that grows as you smack into 
the sides of hills or other, bigger vehi- 
cles. So, vehicle selection becomes crit- 
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ical. I am currently playing my sea- 
son with the VW Bug on stilts 
(Michelle) — fast, handles well and 
fits snugly in tight places. But, when 
it hits one of the big boys, it takes a 
considerable amount of damage. So, 
my plan of action is to avoid contact 
and use my speed and maneuverability 
to snake around the other drivers. 

When you start out in Division 
3, you are pitted against nine other 
competitors and are placed in the 
fourth position for the first race, in 
a staggered start. As you move into 
Division 2, you begin on the same cir- 
cuit that you ended Division 5 on 
CPuma Pass), in à deeper position, and 
are then treated to two new courses 
(Car Crushing stays the same). 
Essentially, this is the only change 
in the difficulty level, as (in Normal 
mode) it still remains pretty easy to 
finish first in all three divisions in the 
first season — the exception to this 
rule being the fact that the courses 
get longer in the upper divisions. This 
requires that you think more about 
accelerating over those dramatic 
slopes. Damage control becomes essen- 
tial if you're piloting one of the small- 
er, quicker vehicles. You will often find 
yourself pacing and praying as you 
enter the final lap (each race is three 
laps in length). 

TTR's Endurance Mode is also a 
blast to play — and much more than 
one of those freebie-extra kind of deals 


that you get in a lot of games. (You 
know, where it's not really a stand- 
alone game, but a neat, little addition.) 
Endurance mode follows the pattern 
of Circuit Racing, offering multiple 
season play in a go-anywhere envi- 
ronment — with the goal 
being to make it through a || 
Series of checkpoints by | 
any route possible, AND fin- 
ish first doing it! Because 
of the open environment, 
there is much more poly- 
gon-pop in this mode, but | 
the freedom of movement | 
makes it worth that small 
price. In addition, TTR 
offers Practice, Time Trial 
and multiple player modes, 
which are exactly what 
they advertise themselves 
to be. 

In terms of how the dri- 
ving experience 'feels', 
your vehicles control very 
well and true-to-life — 
much like the beasts that they are. 
You can really feel the push of trying 
to urge your vehicle over a steep hill, 
or the air you catch when going over 
one at top speed. The other games 
inthis category have had their share 
of problems, control-wise, but TTR is 
pure buttah! 

Graphically, TTR scores big points 
for its detailed textures, depicting rock, 
snow, grass, lava, etc., and the VERY 
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fast frame rate in gameplay. There is 
some occasional pop-up, but nothing 
that gets in the way of enjoying the 
game. Graphically, think of it as 
Destruction Derby 2 in the mountains. 
The game's nine different vehicles are 
also drawn very well, with excellent 
animation on impact, and a detailed 
depiction of the tires and suspension. 
In addition, there are four different 
camera angles (all four are very 
playable), including a toss-your-cook- 
ies, Ralph-on-Malph, 1st person mode 
that is the fastest of the group. Sound 
effects and music are decent; nothing 
great, nothing to complain about. 

In conclusion, Thunder Truck Rally 


ends up as our off-road game of choice, 
among the current crop of four. It's 
the best looking, the one with the most 
accurate depiction of mountainous ter- 
rain, and the one with the longest life 
expectancy — as a result of its mul- 
tiple season play and different game- 
play modes. Psygnosis and Reflections 
continue to prove that they are among 
the elite of the electronic driving world 
and a fun time is guaranteed for all. 


Dave 
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n, Thunder Truck Rally ends up as our off 
road game of choice, among the current crop of four. 
| It's the best looking, the one with the most accurate 
depiction of mountainous terrain, and the one with 


the longest life expectancy — as a result of its multi- 
ple season play and different gameplay modes. 
Psygnosis and Reflections continue to prove that they 
are among the elite of the electronic driving world and 
a fun time is guaranteed for all. 


It seems as though LucasArts is on a roll 
these days. Both Rebel Assault II and Dark 
Forces are very playable conversions for the 
PlayStation and have sold better than expect- 
ed. (See the latest TRST data for more info.) 
Ballblazer Champions scored a “Gold X” in 
our May issue and looks to be another leader 
at the retail shelves this spring. The next 
trick up LucasArts’ sleeve is the campy 
“Here’s (as in Hercules) Adventures.” 
Developed by the team that brought you 
“Zombies Ate My Neighbors" on the SuperNES 
and originally previewed in our October ‘96 
issue, Herc’s Adventures is the latest in a 
series of games from LucasArts that empha- 
size humor in an adventure setting. Who can 
forget Maniac Mansion? The folks at Lucas 
have been very successful bringing quali- 
ty titles to market this year, and without tak- 
ing the fun out of the rest of the review; with 
this release the streak should continue. 

So, what do we get with Herc? Basically 
what you're looking at here is an epic adven- 
ture to save western civilization from Hades, 
the evil god of the underworld. Hades, in his 
infinite wisdom has decided to make the love- 
ly fertility goddess, Persephone, queen of his 
dead minions. While imprisoned, life at home 
begins to decay because she is unable to pro- 
duce the new Spring. If Spring doesn’t come 
soon, Greece will face mass starvation . Zeus, 
the big cahuna of all gods, has summoned 
his three favorite heroes to help free 
Persephone and save Greece from ruin. Your 
choice of heroes include the formidable 
Hercules, the lovely Atlanta and the Argonaut- 


less Jason. Each hero comes complete with 
his or her own unique set of strengths, weak- 
nesses and weapons, and also has the abili- 
ty to develop new powers as they progress 
through the game. The perspective is top- 
down and emphasizes action with a little light 
puzzle solving thrown in for $ood measure 
(actually, it’s quite reminiscent of the 
Fractured Fairy Tales cartoon series). There 
are over forty worlds to explore and can 
be played with one or two players. 
Graphically, the game is classic cartoon 
style, with vibrant colors and loony char- 
acters scattered throughout. Although there 
is only one camera angle, it works very well 
for this style of gameplay. You won’t find 
yourself out of place in the middle of the 
action sequences, or unable to place your 
weapons where you want them, when you 
want ‘em. In this option obsessed game world 
we live in, fewer choices are rarely better 
than more, but in this case, one is all you 


The play mechanios are as simple as it 
gets. Explore the surroundings, talk to inhab- 
itants, gather information, pick up clues, 
energy, weapons, and beat the living day- 
lights out of any bad guys you may run into. 
If by chance you lose one of the battles, you’re 
sent to the underworld, where you have the 
opportunity to fight your way back to the 
present. When you encounter the ever-pre- 
sent bad guys, you can either 
use your generic weapon OF ONE wees 
of the many different ones you | [=== 
have the opportunity to accu- 
mulate along the way. This list 
includes some pretty hilarious 
choices, including but not lim- 
ited to, a Meduca head, bad { 
breath, lightening bolts, flame | 
throwers, ray guns and freeze 
tablets. Each weapon carries a 
different level of damage, not to 
mention comedy factor. The bad 
breath is a riot. There is also a 
lot of picking up and throwing. 
Don’t miss an opportunity to 
pick up boulders and shacks, 
there’s usually a “bonus” under- 
neath, and they make terrific 
weapons. The object in each area, 
is to find the key that unlocks the door to 
the next area. Finding the key generally 
involves doing quite a bit of searching; you 
can’t just blow through the bad guys and 
expect to get to the next level. You have to 
explore the towns and villages. 

The combination of cartoon styling and 
classic gameplay make slipping into an eight 
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hour session of Herc's Adventures easier 
than coming to work here at Dimension 
Publishing. Everything you need to keep you 
coming back is in this game: thoughtful game- 
play, unique worlds to explore, more than 
enough action and just the right amount of 


puzzle solving. It's not perfect, the music 
&rates on your nerves after extended peri- 
ods at the controls; there is also quite a bit 
of slow down throughout the game and the 
2D presentation seemed dated after a while. 
Ultimately, however, the game is just plain 
fun to play and should appeal to a wide vari- 
ety of gamers. 


Alex 


game: thoughtful gameplay, unique worlds to explore, 
more than enough action and just the right amount of 
puzzle solving. It’s not perfect, the music grates on your 
nerves after extended periods at the controls; there is 
also quite a bit of slow down throughout the game and 
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the 2D presentation seemed dated after a while. 
Ultimately, however, the game is just plain fun to play 
and should appeal to a wide variety of gamers. 


TAIL OF THE SUN. 


PUBLISHED BY SONY — DEVELOPED BY ART DINK 


Man, what a difficult review this is 
to write — and not just because the part 
of my brain responsible for producing 
creative juices doesn’t kick in until about 
2 PM., while I find myself picking crud 
out of my eyes this morning. (I’m get- 
ting onto an early schedule at the request 
of — well, okay, the demand of — my 
9-to-5 girlfriend to increase our "quali- 
ty time" together. Man, I am so whipped.) 
No, this review is tough because Tail of 
the Sun is an extremely original game 
which becomes extremely boring after 
eight hours. How do you score a game 
with great intentions and so-so game- 
play? (Pretty low, if you didn’t already 
peek at the score.) 

Tail of the Sun (subtitled "Wild, Pure, 
Simple Life") puts you into the loose-fit- 
ting animal skins of a caveperson, explor- 
ing the prehistoric world and doing what 
Neanderthals do. Sony themselves admit 
this is "the weirdest title... for the 
PlayStation this year." It’s even weird- 
er than Artdink’s previous stuff, the bor- 
ing Aquanaut’s Holiday and the brilliant 
Carnage Heart. 

The most common task in Tail of the 
Sun is to gather food; lucky for you that 
the landscape is literally covered with 
edible items, which you pick up with a 
press of the A button. (Most of the items 
are, I kid you not, Japanese rice cakes.) 
Each item specifically improves one of 
the six tribe statistics: Brain (which 
makes the tribe build better weapons 
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faster), Swim (which turns your dog-pad- 
dlers into breast-strokers), Hand (which 
increases the strength of weapon strikes), 
Propagate (which makes your tribe breed 
like bunnies), Jump (which lets your cave- 
man leap higher and farther), and the 
self-explanatory Run. You can also boost 
a particular stat by visiting the magi- 
cal pillars south of the village to get a 
"power tattoo." ' 

The second task of Ye Very Olde 
Caveman is to hunt animals and obtain 
meat for the folks back in the village. At 
the start of the game, you don’t even 
have a weapon to hunt with, but as the 
tribe grows in size and smarts, you’re 
given a series of more potent killing 
devices (clubs, axes, spears). Some ani- 
mals run away when you whack ‘em, but 
others fight back — in particular, the 
woolly mammoth, the biggest and most 
dangerous critter in the game. Bumping 
off a mammoth also rewards you with 
tusks, which are the game’s biggest trea- 
sure. Tusks are used to build a sky- 
scraping tower in the center of the village, 
with which your tribe climbs to the tail 
of the sun (hey, the title!) and "wins" 
the game. 

The game world is large and diverse, 
with forests, deserts, snow, and towering 
mountain ranges. Time flies quickly, and 
when the game shifts from day to night, 
your caveman eventually falls asleep, 
even if he’s currently running up a moun- 
tain or getting chewed on by a saber- 
tooth tiger. (You can prematurely wake 


up your caveman, but he has to catch up 
on his sleep eventually; better to let him 
get his Zs unless it’s an emergency sit- 
uation.) Tribesmen also grow older over 
time, eventually kicking the bucket of 
old age if they don’t drown or get eaten 
first. 

Sadly, we must now shift 
from describing to com- 
plaining. First — and this is 
the game's smallest infrac- 
tion — it’s tough to find your 
way around the massive 
world because there are no 
navigational tools and pre- 
cious few landmarks. It's safe 
to say this was an intentional 
design decision — cavemen 
didn't have compasses or 
majps — but it makes finding 
any interesting location in 
the game (and there are only 
about 50, including caves, 
Statues, giant footprints and 
dead bodies) a tiring chore. 
A bigger complaint: Whenever you pick 
up a piece of meat or a mammoth tusk, 
you can’t carry it and collect more stuff; 
you have to immediately return to the 
village to drop it off. Again, this is much 
like real caveman life — it’s hard to do 
a whole lot when you're lugging around 
а 20-pound hunk of beef or a five-foot- 
long piece of ivory — but it makes the 
gameplay repetitive, because it seems 
like you're always leaving the village 
(which you are) instead of simply explor- 


Artdink wanted to make a 
instead of overloading it with options, and that's exact- 
ly what they've done; | feel strange criticizing what it 
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ing the countryside. 

The biggest complaint: After eight or 
nine hours, you've seen and done just 
about everything. Your tribe has built 
the most sophisticated huts and most 
powerful weapons, and you've explored 
pretty much the entire world. All that’s 
left to do is "finish" the game like so: 
run up and left from the village into the 
arctic regions, kill a mammoth, take a 
tusk, return to the village, and repeat. 
The game has six endings and three dif- 
ficulty levels, but why go through the 
same dull process for another ten hours 
to see another ending sequence? 

Artdink wanted to make a "wild, 
pure, simple" game instead of overloading 


it with options, and that’s exactly what 
they’ve done; I feel strange criticizing 

„What it doesn’t have when the designers 
didn’t want it in there anyway. Compare 
this game to Artdink’s earlier Aquanaut’s 
Holiday: both have slow-paced gameplay 
that require a lot of work for a little 
reward, a combination which most peo- 
ple call "boring as hell." Me, I had SOME 
fun with it, but I'm never going to pick 
it up again, now that the review’s done. 
Probably not a good sign. 


Zach 
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doesn't have when the designers didn't want it in there 
anyway. Compare this game to Artdink's earlier 
Aquanaut's Holiday: both have slow-paced gameplay 
that require a lot of work for a little reward, a combi- 
nation which most people call "boring as hell." Me, I had | 
SOME fun with it, but I’m never going to pick it up again, | 
now that the review’s done. Probably not a good sign. |. 
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RUSH HOUR 


PUBLISHED BY PSYGNOSIS — DEVELOPED BY CLOCKWORK GAMES 


Well, what can you say about anoth- 
er driving game? I mean, let’s face it, 
if there’s one category with no shortage 
of quality titles, it’s racing games. 
Nevertheless, I still enjoy a good one 
as much as the next guy, and if it comes 
from Psygnosis, chances are it’s a qual- 
ity title. Enter “Rush Hour”, the latest 
offering from the publisher of Formula] 
and the Destruction Derby series (one 
of my all time favorite racers). This one’s 
& little different than the aforementioned 
titles, and is definitely geared toward 
the arcade gamer. 

The first thing you’ll notice about the 
game, is its top down perspective. By 
now, any thoughts of Rush Hour being 
a racing “sim” should be deader than 
a door nail. The basic format of the game 
goes something like this: It’s you against 
seven other cars, racing against each 
other and the clock to, hopefully, get to 
the next level. How do you get to the 
next level, you say? Simple, just finish 
first in each race; coming in second or 
third won’t help, you need to place first 
to advance. You can also select between 
a single race or time trial mode, as well. 
You will start off with four cars to choose 
from and, if you finish first in each race, 
you'll be rewarded with four additional 
racers. There are two classes of cars: 
The first is *high performance" and the 
other is *heavy metal". As the names 
would imply, the first category is your 
basic Porsche, Ferrari menu (although I 
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don’t understand the Volvoesque sedan 
choice) and the second category is a mon- 
ster truck, off-road kind of thing. 

Skill levels range from novice to pro- 
fessional, with a stop at intermediate on 
the way. Each level changes the number 
of laps required to finish and, in the pro- 
fessional mode, there are four addition- 
al tracks you must beat. 

So, at this point, you're probably say- 
ing: Big deal, been there done that! Well, 
to a certain extent, you have; but don't 
be too quick to judge, after all, this is à 
Psygnosis game. After a few quick laps, 
I was immediately reminded of the 
arcade classic “Super Sprint” and, believe 
me, that’s a good thing. Much like the 
arcade racer, the focus is not so much 
on speed, as it is your ability to con- 
trol your car, while at the same time 
knocking the other cars out of the race. 
Of course, attempting that also increas- 
es your chances of sustaining damage 


and, ultimately running, out of time (thus 
the whole rush hour theme). The top 
down perspective requires a complete- 
ly different set of skills to race effec- 
tively. You can't take what you learned 
in Rage Racer and apply it here; you'll 
be a cellar dweller for sure. You can, 
however, zoom in and out (I guess it’s 
actually up and down) to get 
a different perspective, but 
it doesn't change the camera 
angle any. You do have а 
choice of steering control, 
which makes it a little easi- 
er to handle the top down 
perspective, but it still takes 
а while to get used to. 

Well, after a considerable 
amount of time with the 
game, I’ve pretty much come 
to the conclusion that I've 


been here and done this ee 


many times before. There just 
aren’t any elements of this 
game that I haven’t experi- 
enced multiple times in the 
past. Sure, the top down per- 
spective is sort of cool, but after a while 
it just gets annoying. I spend more time 
concentrating on the scenery than I do 
on the race. The sounds, or lack there- 
of, of the cars do nothing to enhance the 
gameplay, and the soundtrack, while 
entertaining, is rather monotonous. The 
most disappointing aspect of all, is that 
it could have been so much more. The 
multiple short cuts are cool, but how 
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about go anywhere gameplay (like your 
choice of freeways or side streets)? The 
soundtrack was nice, but how about real 
“rush hour” noise? Even though you can 
sustain damage, it doesn’t have any 
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major impact; how about parts flying 
off, and cars disintegrating before your 
eyes? Finally, some real rush hour dilem- 
mas like accidents, stalls and some drive 
by shootings. Now that’s a real rush 
hour! Don’t get me wrong, the game isn’t 
a total waste of time, it just won’t hold 
your attention for long. Rush Hour makes 
an OK rental, but I'd think twice before 
I added it to my permanent collection. 
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BATTING PRACTICE 


As you may or may not recall from 
last month's preview section, there were 
THREE new baseball titles featured, 
along with a complete review of 
Interplay's VR Baseball ‘97. I remind 
you of this not for grins, but as a pre- 
cursor to what Virgin has lined up 
against them, in terms of competition. 
In addition to the highly regarded 
Interplay title, Electronic Arts new game, 
Triple Play ‘98, (which is reviewed else- 
where in this issue) is currently avail- 
able, and publishers like Konami 
(Bottom of the 9th ‘97), Accolade 
(Hardball 6), and Acclaim (All-Star 
Baseball ‘97 Featuring Frank Thomas) 
are all set to release their titles with- 
in the next month or two, as well. That’s 
a total of six baseball games, without 
even mentioning the possi- 
bility of Sony, Mindscape, 
or Crystal Dynamics com- || 
ing out with their baseball || 
sequels! Dude — that’s out 
of control. Almost ten 
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BASEBALL RETURNED 10 
WASHINGTON STATE WHEN THIS 
CLUB WAS ADDED IM THE 1977 
EXPANSION OF THE JUNIOR 
CIRCUIT. UNFORTUNATELY FANS 
WERE NOT TREATED TO A 
PLAYOFF APPEARANCE UNTIL 
1995, WHEN THEY WON A ONE 
GAME DIVISION PLAYOFF ON THE 
PITCHING STRENGTH OF RANDY 
“BIS UNIT” JOHNSON. 


THE SHOW ACE. KNUCKLE ВАШ 


BATTER PITCHER PITCH TYPE games of one type coming | 
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BAL 


UD (baseball) gaming dollar. To 


sum it up — that’s some serious com- 
petition and if you’re going to make a 
game that gets purchased, you're going 
to have to come up with something that 
gets you noticed. Well, as I was taught 
to do, a few years ago by a nice pro- 
fessor, who was Ken O’Brien’s (UC 
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Davis/NY Jets) sister (and I imagin 
she still is), I’ve created a nice trans! 
tional sentence. 

What will you NOTICE, or glean 
from the screen shots of Grand Slan 
Baseball? Well, if you're a true baseba: 
_ fan, you more than likel; 

|| did a double take when yo 
| first saw that pitchin, 
| meter in the upper righ 
hand corner, and agai 
«| when you saw the powe 

| meter icon down in the mi 
left of the screen. Thos 
are a couple of features no 
previously seen in a base 
ball simulation before but, rather, i 
something like golf. I thought the pitch 
ing meter worked well for both spee! 
and accuracy, as the feedback of wher 
the ball is headed is immediate. That’ 
not to say that if you don’t hit the accu 
racy area (green part) you won't thro 
a strike, but your chances become quit 
slim. There are three skill levels ii 
Grand Slam that effect the pitching accu 
racy area, from wide angle (“meat”) t 
pinhead thin (“ace”). Forget tryin 
to be an “ace”, as the area is so ridicu 
lously small, that even those of you wit! 
rapid fire fingers will find little succes 
at hitting the target. So stick with “rook 
ie", the middle difficulty setting, and le 
‘er rip. As far as hitting is concerned 
the power meter is only employed o 
the highest batting difficulty setting 
named “The Show.” If you want mor 
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frustration than fun, then check this 
setting out. I've never been particularly 
fond of the medium difficulty icon either, 
the “horse track" shaped oval. Just let 
me swing and hit the D-pad for my loca- 
tion, thank you very much. I guess this 
would be the “farm” level, = 
although you don't have to 
use the D-pad, just swiiiin- 
п88, batter! One last icon you 
may have noticed is the 
“catcher giving the sign" dis- 
play. This can be toggled on 
or off in the options menu 
and, when used, can help 
you with pitch selection as 
well as location. 

Well, that pretty much 
sums up the things that you 
HAVEN'T seen in a baseball 
Simulation. Unfortunately, 
everything else in Grand 
Slam smacks of 16-bit, rang- 
ing from the limited camera 
angles (one for pitcher/bat- 
ter, two for fielding) to the sprite based 
characters, to the less than stellar detail 
on the stadiums. The players don't have 
numbers or names on the backs of their 
jerseys, and there is no Major League 
Baseball license, only a player's license. 
When fielding, the computer picks the 
“closest” player to the ball, and there 
is no override button for the numerous 
occasions when the computer is incor- 
rect. Home runs are not real reward- 
ing, and heck, you don’t even get to see 
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your guy trot around the bases — 
you’re forced to look at the Jumbotron 
and watch one of those “outta here” 
cartoons. All the players seem to have 
the same skin tone, and for being a 
sprite based game, there isn’t much of 
a variety on batting stances, maybe 
three or four. 

Grand Slam Baseball ultimately 
leaves you with the feeling that you’ve 
played this game before. The addition 
of the pitching meter is a nice feature, 
certainly had it been applied to a first 
generation baseball game, but with the 
technology, detail, complete licensing, 
and overall polish that can be found in 
the newer baseball titles from Konami, 


Interplay and EA, Virgin would have 
been better suited going after a quick- 
er and more arcade-like style of game- 
play (current game time averages 44 
minutes; VR '97 about 48, TP 98 about 
54). With all the competition there is 
in the baseball arena, you have to carve 
a niche for yourself as either the arcade 
leader, the simulation leader, or the 
futuristic concept (Super Baseball 2020) 
leader. Unfortunately, Grand Slam can 
claim none of the above. 
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I remember reviewing the origi- 
nal Battle Arena Toshinden (which I 
shall whimsically abbreviate as BAT 
from here on) about a year and a half 
ago, when it came out at roughly the 
same time as Tekken. Both games were 
a lot of fun, and showed off the 
PlayStation's graphical abilities (which 
are as impressive now as they were 
then), but Tekken had a little extra 
oomph — more playability, cooler char- 
acters. Tekken got the Gold X, while 
BAT only earned a Silver. When the 
sequels shipped in '96, it was no con- 
test. BAT 2 was arguably a step DOWN 
from the original, while Tekken 2 
became an instant classic, and is still 
one of the best 3D fighters ever made. 
BAT 3 manages to regain a little respect 
for the series, but it's still 
a distant second to anoth- 
er Namco fighter — this 
time around, the brilliant 
Soul Blade. 

BAT 3 certainly goes 
overboard with the number 
of playable characters: there 
are 32 in all, with 12 from 
the first two games (the 
Ryu clone Hiji, the green-haired Ellis 
and the whip-wielding Sofia, about whom 
I still have fantasies, to name three) 
and a whopping 20 newbies. At the start 
of the game, you can choose from 14 
characters; the other 18 are "hidden" 
or "bonus" characters, which means 
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you have to earn them by playing 
through the game in а, variety of ways 
They sure are a unique bunch; one guy 
is a gun-toting assassin, another is г 
clone of Michael Jackson from 
Moonwalker, and yet another sports 
a hockey mask and swing: 
around a chainsaw. 

The game design has 
been considerably tweaked 
In the biggest change, al 
the arenas аге пот 
enclosed "cages" in whick 
the fighters bounce off the 
walls and ceiling to attack 
or to escape. It becomes 
quite claustrophobic after a while 
Unfortunately, the cages themselves 
aren't that cool, and the backgrounds 
outside the cages are very noticeably 
ар. If you switch the game from 30 FPS 
to 60 FPS — the first time I've seer 
this option in a fighting game — the 
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cages lose their textures and the back- 
grounds are dropped entirely, for one 
of the ugliest fighting-game experiences 
since Yie Ar Kung Fu. The U.S. version 
has two fighting modes not found in the 
Japanese version: a Practice Mode, 
where you can clean up your sloppy 
technique, and Survival Mode, where 
you see how long you can survive with 
a single life bar. 
Graphically, Toshinden 
3 is no big shakes. The 
roughly drawn character 
portraits look like 16-bit cre- 
ations. At 30 or 60 FPS, the 
animation is somewhat stilt- 
edandatad awkward. The 
screen annoyingly goes 
black whenever a character 
does a graphically spectac- 
ular special move — which 
I think is more to keep the 
game from slowing down 
than to emphasize the move. 
Combos are riddled with 
rhythm-breaking pauses as 
each hit lands. It’s very sim- 
ilar to Acclaim’s Batman 
Forever, in that you find 
yourself smashing all these buttons and 
there’s all this stuff happening on the 
screen, but you’re not really sure why. 
The sound effects are also lacking — 
why, for example, isn't there a buzzing 
noise during a match with the chain- 
saw guy? Why, when two sword-users 
are battling, does a block sound like a 


xj COMPATIBILITY 


= О) | tor2 ) 


RATED * Page 71 


dull thud instead of a steel-on-steel 
clang? Lastly, the light-jazz background 
music is light-years from being good. 
BAT 3 is decent fun, and the huge 
roster of characters might make it 
appeal to certain fighting-game fans, 


but there's absolutely nothing here 
to make me recommend this game over 
the twin towers of Tekken 2 and Soul 
Blade. Namco has set incredibly high 
standards in PlayStation fighting games, 
and anyone who enters the field has to 
match those standards. BAT 3 simply 
doesn't. 
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What the heck is this? How did Sony 
let this thing get through their quality 
control system? NCAA Final Four from 
Mindscape is undoubtedly the worst bas- 
ketball “simulation” I’ve ever played — 
and I’ve played virtually every one ever 
created for any system or computer. 
This game is so bad, I feel sorry for 
those of you that have already pur- 
chased it from a store that won't take 
returns. Mindscape had NCAA Final 
Four released to market when the tour- 
nament had already begun in mid- 
March, and we received our review 
version shortly thereafter. Obviously, 
Mindscape was aware of two things: 
The first being that, in order to gener- 
ate any sales of this game, they would 
need to capitalize on the hype that sur- 
rounds March Madness; and 
secondly, in order to gen- 
erate any sales of this 


capitalize on an unsuspect- 
ing public and ship the fin- 
ished product to retailers 
before the objective press 
could spend any time play- 
ing it. Ok, so I’ve given 
away the ending, but take a look and 
see why I came to the conclusion that 
I did. 

Where to start, oh where to start. 
Let’s try the completely inane play 
mechanics and the “no rhyme or rea- 
son” for any of the AI routines. Why 
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did І just make that three pointer? I 
released the ball almost at the time my 
feet hit the ground. Why did I just make 
&nother three pointer? This time I 
released the ball as soon as I could. Why 
did I just shoot an airball? I released 
the ball as soon as I could. 
You can see where this 
Story is going and it is just 
one of а, plethora of slop- 
% Dy control issues. How 
about stealing the ball? Your 
* || polygon player painstak- 
ingly reaches out to swipe 
at the ball, much like an old 
guy bending over to pull up 
his socks; the only way you're going to 
get that ball is if you “intercept” (as the 
announcer says) one of the gajillion one 
handed football type throws that both 
you (uncontrollably) and the computer 
(who knows why) attempt. These type 
of passes get picked-off about twenty 
percent of the time and do so by no 
means of your own. It just happens. 
Here’s one of my favorite moments in 
NCAA Final Four: The computer scores, 
and then you hold the ball and get called 
for a five second violation. Your guy 
holding the ball then does one of the 
aforementioned football (or baseball, if 
you prefer) throws, all the way down 
to the other end of the court, to one 
of the computer players (who is pro- 
grammed to always inbound the ball), 
who then slowly jogs back down to the 
spot from where you just threw it. 


That's à fun sequence of events to 
watch. 

Let’s talk motion captured anima- 
tions, shall we? I don’t know who 
Mindeape used for their animations, 
but I have a clue. By the mere fact that 
most of the time the players 
jump about three inches off 
of the ground, and that the 
layups look like they're tak- 
ing place two and a half feet 
below the rim, I venture to 
say that High Voltage used 
some of their own pro- 
grammers for the motion 
capture. The majority of the 
time, the layups appear to 
be going through the BOT- 
TOM of the hoop, like some- 
one’s trying to jam the ball 
up the net. There’s also an 
abundance of little hook 
shots, again, that look like 
they’re done by someone 
who's never been above the 
rim. And what about dunks, you say? 
Please, if I’ve ever seen less inspiring 
slams, it was watching my brother in 
law and his friends try to jam on the 
nine-foot rims down at the elementary 
school. Which, by the way, is probably 
where the dunks were motion captured, 
because they have that same “little guy 
dunking on short rims” look about them. 
Pathetic. Oh, and as I’m want to do, I’ve 
saved the best for last. Sound effects. 
I don’t know what these people were 
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thinking, but the sound you get when 
catching a pass is that of a RUBBER 
basketball. You know, that unmistak- 
able “Thoink” that you hear with the 
$10 basketballs that the eight year olds 
use. Wow. And the sound of a dunk? 
Geez, High Voltage apparently had their 
little programmers dunking on one of 
those adjustable, portable hoops you get 
at Toys ‘R’ Us, the kind with the pseu- 
do break-away rim. The “clang” of a 
dunk in NCAA Final Four is attune to 
the sound you get when the cheap lit- 
tle spring snaps back. High tech, indeed. 

So, Mindscape comes out with anoth- 
er crappy product for the Playstation 
— big deal, just don’t go near it. But, 
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you know, it is à big deal, because all 
of us, and in particular you, as con- 
sumers, don't need to have the market 
filled with waste like this. It just makes 
consumers a little more hesitant to 
plunk down $50 Georges next time they 
бо into the retail store. And if the sup- 
ply is great, and the demand is low, we 
don't need to look too far back into his- 
tory to see what will happen. That/s the 
end of my editorial blurb, I've got to go 
wash my hands. 


Eric 
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ticular you, as consumers, don't need to have the mar- 
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а little more hesitant to plunk down $50 Georges next 
time they go into the retail store. And if the supply is great, 
and the demand is low, we don’t need to look too far 


back into history to see what will happen. That's the end 
of my editorial blurb, l've got to go wash my hands. 


Eidos and Core are about to release 
their first title since last November's intro- 
duction of Lara Croft and the blockbuster 
hit, Tomb Raider. Swagman is a complete 
departure form their first-person 
action/adventure, both graphically and 
in terms of gameplay, but the game has its 
own style and is а compelling, Zelda-esque 
experience — let's get crackin'! 

Swagman presents the player with a 
top-down/tilted isometric perspective of 
the action — very colorful and detailed, 
with a distinct animation style, and more 
than a little reminiscent of The Legend of 
Zelda series. But, where 16-bit technology 
left off, Core begins. The game makes use 
of an impressive array of colors and a num- 
ber of polygon and sprite-based graphic 
tricks that give a three-dimensional qual- 
ity to the proceedings. It is safe to say that 
there is no other game on the PlayStation 
that presents a graphic style quite like that 
of Swagman. 

Because of the bright colors used in 
the game, and the cartoon-style main char- 
acter (Zach) and enemies, the game looks 
like a kid's game, but don't be fooled. Like 
Zelda, you figure out a number of brain 
twisters as you move through the game, 
all the while making use of your running 
and attack skills. The story begins with 
your sister locked in a bird cage in your 
room, when the Scarab comes to life and 
begins telling you about the Swagman. It 
seems that the Swagman exists in your 
dreams and you must defeat he and his 
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minions before you wake up. 

The first order of business is coming 
to grips with exactly what you need to 
do here. You begin with no weapon, but the 
Scarab, telling you that the Swagman 
cometh, leaves a flashlight behind that 
serves as a weapon. In this first room is a 
key that you must acquire from under glass 
Cusing the flashlight) in order to open the 
door to the next room. In this next room, 
you discover some bombs (very important), 
collect your spiders that are running loose 
(the collection object of choice in Swagman) 
and locate the game's first enemies and 
doors to other rooms and more keys. You 
also get more information from the Scarab, 
who tells you something about Mirrors 
"knitting your world with these twisted, 
bad-dream landscapes" — okie, dokie. From 
here, you must drop a bomb on the bed 
in the nightmare's room (he can't be killed) 
, without being crushed by the bed, drop 
another bomb at the door, and make your 
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way into your parents' room. 80, you can 
see how the story goes. There is a lot of 
trial-and-error in Swagman, and many 
tricky scenarios. You will find yourself 
dying (waking up) many times, then using 
your continues to try make your way 
through the adventure — unless you hap- 
pen upon a '2' power-up along the way 
to recharge your dream energy. Once you 
have made it through the first 
part of Zach's house (by fol- 
lowing the Scarab's advise and 
getting access to a mirror that 
you walk through), you will 
find yourself in the Pumpskin 
Patch, with an alter(ed)-ego. 
You are now this demonic look- 
ing dude (the DreamBeast) 
with a slash attack and head- 
butt move, and the ability to 
breathe fire. You have entered 
the DreamWorld. In all, there 
are 16 levels in the game, in 
both the RealWorld and the 
DreamWorld, a number of dif- 
ferent enemies and bosses, spe- 
cial items and power-ups. And 
many puzzles to solve. The 
game is also played from the 
viewpoint of both Zach and his sister (she 
becomes available once you have released 
her from the cage) — and two players can 
play, as well. 

In the end, Swagman is a fairly unique, 
solid piece of entertainment. While it is not 
as long or involving as the Zelda series, 
it is the best example of this type of game 
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on the PlayStation — outclassing the other 
titles in the genre. The game is beautiful- 
ly drawn, has a soundtrack that enhances 
the dream-like quality of the game, and 
has a tight design. Don't be put off by 
the cartoon-style graphics and the fact that 


you are playing the role(s) of children. 
While the look of the game, and its theme, 
instantly reminded me of the Little Nemo 
stories (and, of course, the classic Genesis 
song, "Scenes From a Night's Dream") 
there's a lot of good gameplay here, and 
one of the more original challenges on the 
PlayStation. 
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Other than driving games, 3D one-on-one fight- 
ers probably make up the biggest percent- 
age of titles for the PlayStation library. And, 
if you think there’s a lot of fighting games 
available over here, just check out the import 
scene to be completely blown away, as there 
are literally hundreds of them available in 
Japan — and a lot of them are complete 
Stinkers. So, it comes to no surprise to find 
out that Atlus has their own 3D fighter cur- 
rently out in Japan (with a good chance of 
release in the States) titled Heaven’s Gate 
(good chance of a name change here, thanks 
to those vodka-swilling trekkies). Although 
you'll be hard-pressed to find anything truly 
new or revolutionary about it, Heaven’s Gate 
is actually a good, if not great, fighter that 
comes packed with the usual options, moves, 
characters and modes that we've become accus- 
tomed to. As in Tekken and Soul Blade, 
Heaven’s has an arcade option, a training 
mode and a “Tough-Guy” mode, which is com- 
parable to the standard endurance mode. There 
is the ability to customize the arenas for ring 
outs or surrounding walls, in addition to an 
ever-present ceiling which sets up some pret- 
ty cool upward body slams. Of course, the the 
game sports plenty of special moves, as well 
as juggles and multiple-hit combos, and there 
is also an additional energy bar, like that of 
the super bar in the Street Fighter series, 
which allows you to pull off desperation moves 
or “supers” at key points during each bat- 
tle. The graphics are very colorful and detailed, 
with some of the characters sporting hun- 
dreds of polygons. Well, there you have it. We 
should have more info on the fate of Heaven’s 
Gate in America as it becomes available. 
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We know what you're thinking, *Not anoth- 

er PlayStation driving game! Who needs 

‘em!” Well mama’s boy, this ain't your typ- 

ical driving game. Climax's Runabout is 

an all-out dash to complete each of the 

three tracks, as well as the specific goals 

that you're challenged with, in the allot- 

ted amount of time. Ok, you're thinking 

= " Seen it done it? Not with a total of 28 

01:55: =o UNEEIMIT TOTAL AMOUNTS different vehicles (18 hidden), ranging — 
z from a huge SamTrans bus to a Morris TOTAL TIME TIME LIMIT 
Minor Mini. Not with tracks that offer huge, jJ 01710733 2 
non-linear/go anywhere environments that d 3 * 
have a myriad of different routes and short- 
cuts to discover. Not with a damage meter 
that assigns the monetary value to every- 
thing you destroy ог run into along your 
way to ultimate victory. Not the type o 
game that lets you run straight through 
3D buildings, complete with screaming peo- 
ple ducking for cover, in order to shave оѓ 
a few necessary seconds. Not with such 
realistic physics sending your car ten fee 
in the air, in a fiery ball, when you run nem 
into a loaded gas tanker. Not with... well — — = 
you get the drift. This game is totally cool, d z = Siaa. 
with the only real downside being the short- 
term playability. The three tracks in tota. 
can be beaten in less than a half-hour, but 
this is somewhat combated by figuring ou! 
the different ways to uncover the hidden 
vehicles. It’s not just about finishing the 
race before your time runs out. If you beai 
certain times with certain cars or cause a 
certain amount of damage and still fin- 
ish the race, you will have more and more 
vehicles at your disposal. We haven’t even 
. - mentioned the super-fast 3D engine, the 
TOTAL TIME TIME TOTAL AMOUNT drop-dead gorgeous graphics or the rockin’ 

surf tunes. What a package! There is no 

official word on who will be bringing this 

game to the American market, but you can 

bet it’s a sure thing! 
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Taito’s Ray Tracers is, in essence, a sequel 
to their longstanding driving series, Chase 
HQ. Although, this one’s a bit of a depar- 
ture in that you are no longer a police offi- 
cer going after wanted criminals. This time, 
you're searching for a variety of different 
enemies, ranging from huge mech-like 
robots to harrier jets. In typical Chase HQ 
fashion, you drive your car along a twist- 
ing track (ranging from congested city 
streets to underground sewers teeming 
with hovercraft) in order to reach various 
checkpoints in the allotted amount of time. 
The faster you get there, the more time 
you accumulate in which to do battle with 
the boss. These battles are fought out by 
constantly ramming the joe-y until he blows 
up, although there is a certain amount 
of strategy to it, as you have a limited sup- 
ply of nitro which gives you quick turbo 
boosts. The key is to stockpile your nitro 
and use it only against the boss, which 
sometimes isn’t possible. If you can’t defeat 
him before your time runs out, it’s game 
over — simple, but fun. Ray Tracers looks 
very nice although, overall, it’s a bit dark. 
The graphical engine is the, now-typical, 
3D polygonal sort, but looks quite polished 
and runs super-fast when comparing it to 
some of the current drivers that are avail- 
able. The downside is the game is six lev- 
els short, and can be beaten, pretty much, 
in one sitting (roughly a half an hour’s 
time). Whether or not this game will be 
released in the States is unknown at this 
point but Taito’s Ray Storm, featured in 
last month’s EXPort, was picked up by 
Working Designs, so you never know. 
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SQUARESOFT • AVAILABLE NOW • JAPAN | 


Square's innovative Bushido Blade has 
just released in Japan and is current- 
ly going through the American trans- 
lation and loealization process for 
release, by Sony of course, sometime 
this year. At first glance, one might 
think this game looks like your typical 
3D fighting game, albeit with weapons 
(a la Soul Blade or Dynasty Warriors). 
Well, if those games are considered fight- 
ing games, than Bushido Blade could 
be considered a fighting simulation, and 
we mean that in the strictest sense. No 
longer is the player restricted by health 
meters or time limits. Wins and loss- 
es are determined instantaneously, by 
severe attacks to critical parts of the 
body. Take a slash to the head with a 
huge samurai sword and you ain't get- 
in' back up any time soon. In this way, 
battles can be very short in nature and 
can be won with one critical strike in, 
literally, one second. But, the depth and 
complexity of the game brings the expe- 
rience to a new level. The areas in which 
you do battle in are also non-standard, 
in that they are huge 3D environments 
which allow the player to “turn and run 
away" from his opponent. The player 
can also use the environments to his 
advantage, like throwing dirt into the 
eyes of his foe, climbing up to a high- 
er level in order to get the upper-hand, 
or running into а dense bamboo for- 
est to hide and plan his next attack. 
Although the graphical engine can't 
compare to that of Tekken or even Tobal 
in terms of overall finesse, it isn't à 
detraction. It’s the major amount of 
complex moves available, along with 
the huge element of strategy that sets 
this fighter apart from anything that 
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The PS Extreme Historical Ranking Chart 


EXCAVATE is the section where we dig up the last six months of our old ratings and present them on one easy-to-read page, along 
with a little explanation/breakdown of our rating system. Use this as your buying guide throughout the year and as a reference for 
those older games that you might have missed (or wish you had). 
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0 Project X February 1997 85% 
Tomb Raider December 1996 99% Tempest X February 1997 85% 
NFL Gameday ‘97 99% Virtual Pool February 1997 85% 
Rage Racer April 1997 98% The Atari Collection 1 February 1997 85% 
Soul Blade March 1997 98% Command & Conquer March 1997 85% 
NHL Face Off '97 December 1996 98% Nanotek Warrior March 1997 85% 
GOLD GAMES ISSUE НОМЕ Test Drive: Off Road April 1997 84% 
‘Twisted Metal 2 December 1996 97% Rebel Assault February 1997 84% 
Carnage Heart March 1997 97% Wild Arms May 1997 84% 
Robotron X December 1996 96% VMX Racing May 1997 84% 
FIFA '97 95% Goal Storm '97 May 1997 84% 
Ten Pin Alley 95% NBA Shoot Out '97 May 1997 84% 
Namco Museum Vol. 3 February 1997 94% Wing Commander IV May 1997 83% 
Disruptor December 1996 93% Re*Loaded February 1997 83% 
Bubsy 3D December 1996 93% Peak Performance March 1997 83% 
Pandemonium December 1996 93% Namco Museum Volume 4 April 1997 83% 
In the Zone 2 93% Soviet Strike 82% 
Powerslave S5. — XTreme 82% 
Ballblazer Champions 93% Mortal Kombat Trilogy January 1997 82% 
Масһїпе Неаа December 1996 9296 Blast Chamber December 1996 8196 
Destruction Derby 2 92% Dare Devil Derby 3D January 1997 81% 
Tunnel B1 December 1996 92% NASCAR Racing December 1996 80% 
Crusader: No Remorse 92% WCW vs. the World May 1997 80% 
Vandal Hearts 91% Tigershark March 1997 80% 
Power Move Pro Wrestling э1% BRONZE GAMES ISSUE RATING 
Broken Helix May 1997 9196 Open Ice March 1997 7996 
Norse by Norsewest May 1997 90% Descent Maximum April 1997 77% 
Contra: Legacy of War December 1996 90% Вгаһта Рогсе Мау 1997 77% 
King's Field II January 1997 90% League of Pain May 1997 77% 
C SILVER'GAMES ИНЕ ISSUE а RATING Е April 1997 76% 
VR Baseball '97 May 1997 89% Megaman 8 April 1997 76% 
NBA Jam Extreme 89% The Divide May 1997 
Pitball 89% Crypt Killer April 1997 
MLB Pennant Race December 1996 89% Rally Cross May 1997 
NHL 97 December 1996 89% Independence Day April 1997 
Suikoden January 1997 88% NBA Live '97 January 1997 
Mech Warrior II April 1997 88% April 1997 
Dark Forces January 1997 87% 
Нага Соге 4х4 87% Samurai Shodown III January 1997 
Psychic Force 87% Battlestations May 1997 69% 
Spider 87% Starwinder January 1997 
Super Puzzle Fighter Il Turbo 86% The City of Lost Children April 1997 67% 
Persona February 1997 86% Street Racer December 1996 65% 
3D Baseball 85% The Crow May 1997 62% 
Jet Moto 85% Incredible Hulk March 1997 60% 
Area 51 85% Dragonheart March 1997 
Cool Boarders 85% Batman Forever March 1997 


WHAT DO ALL THOSE NUMBERS AN? 
98-100% 90-97% М 80-89% 70-79% 0-69% 
— The ultimate gaming “Must buy” games; each Good games, but lacking Mediocre titles that Tin games are to be avoided 


experience. 


carries our editor's seal of 
approval. 


in some area; for fans of 
that style of game. 
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suffer from some serious 
flaws. Rent — don't buy. 


at all costs. Only die-hard 
gamers would buy these. 


? Striving for Perfection? 
got the answers 
to your questions on the ! games. 
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THE OFFICIAL STRATEGY GUIDE 


Credit Card Orders, Call 
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TWEPLAVERS UNOFFICIAL ү INTHLY GUIDE ТО THE 


Get a FREE copy of Crash Bandicoot" The Official Strategy 
Guide when you SUBSCRIBE to the best, the only, monthly 
dedicated PlayStation’ magaxine — PSEstreme! e 


To order by mail, send a check or money order made payable to: 
Dimension Publishing ° 1175 Chess Drive, Suite E, Foster City, CA 94404 


Mexican and Canadian orders $39.95 for subscriptions plus $3.50 shipping & handling for the Crash Guide. Foreign orders call for pricing. 
Allow 6-8 weeks for delivery. CA residents add $0.66 sales tax to strategy guide orders. 
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Ы STREET FIGHTER ALPHA, STAR GLADIATOR and RESIDENT EVIL are registered trademarks of CAPCOM CO., LTD. ALL RIGHTS RESERVED. Tekken 2™ & SoulBlade™ ©1994, 1995, 1996, 1997 Namco, Ltd. All rights reserved. Tomb | 

5 Raider is a registered trademark of Eidos Interactive. All rights reserved. Pandemonium is a registered trademark of Crystal Dynamics. All rights reserved. “Crash Bandicoot” and the Crash Bandicoot logo are trademarks and 778 | 

3 righted properties of Universal Interactive Studios, Inc. Source code © 1996 Naughty Dog, Inc. The Sony Computer Y Entertainment logo is a trademark of Sony Corporation. PlayStation and the PlayStation logos аге of Sony 
Computer Entertainment, Inc. 


DR. 
QIGGIN' BIG, 
YOU DON'T RUN 


A gear-grinding joyride 
from the makers of 
Destruction Derby 1 & 2. 


Strap yourself in pal, because Thunder Truck Rally is putting you in 
the driver's seat of destruction. When you get behind the wheel of a 
two-ton, nitro-burning, sedan-eating, four-story 4x4 steel beast, the 
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result is high-octane excitement. Pound asphalt, dirt and the 
competition into submission in several monster vehicles. 
And with life-like 4WD suspension, 360° range of motion and 
killer 3D landscapes, kicking-ass will look kick-ass. Ravage 
roads. Trample trouble. Send family wagons to meet their 
maker. Get Thunder Truck Rally, and get ready to shred. 
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www.psygnosis.com 
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Invitation te Darkness 


“AN ALL-NEW MASTERPIECE... ENTHRALLING 
AND FIENDISHLY ADDICTIVE.” 


—GAMEFAN 


^,..THE DARK SIDE OF HOME ALONE" 
—EGM 


—PSEXTREME 


“UNLIKE ANYTHING YOU'VE EVER 
PLAYED BEFORE." 
—NEXT GENERATION 


“KEEPS YOU SUSPENDED IN TERROR.” 
—GAMEPRO 


NEW LOW PRICE! 


; LIST 


п on upcoming 
ft 


Tecmo, Inc. 
19260 S. Van Ness Ave. 
Torrance, CA 90501 


isit Tecmo Interactive at: htt| y.tecmo.co.jp 
'ecmo, Inc. • 19260 S. Van Ness Ave., Torrance ax (310) 787-3131 


© Tecmo, Ltd. 1996 TECMO* is a registered trademark of Tecmo, Inc. Licensed " gua Mes Entertainment America for u: (Station game console. PlayStation and the PlayStation 
logos are shed of Sony Computer Entertainment Inc. The ratings icon is a registered trademark of pss wn Association. 
THIS SOFTWARE IS COMPATIBLE WITH PLAYSTATION GAME CONSOLES WITH THE 
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Made with love by 


<EUROMAG- 


Our goal is to preserve classic video game magazines so that 
they аге not lost permanently. 


People interested in helping out in any capacity, 
please visit us at retromags-com: 


No profit is made from these scans; nor do we offer anything 
available from the publishers themselves: 


if you come across anyone selling releases from 
this site; please do not support them and do let us know: 


Thank you! 


